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Footballer of the Year 

The game to answer every boyhood dream -the chance 
to make it to the very top of football stardom. Starting on 
your path to glory as a 17 year old apprentice with a 
Fourth Division team and only £500 and 10 goal / 
scoring cards in your pockets, the footballing / 
world is at your feet Adopt the identity of a pro- / 

fessional footballer and develop a career / 
through the ups and downs of match / 
days, transfer deals and injuries etc. / 

Display your talents in Football / 

League.UE.FA, FA and Milk Cup / 

games and then if you're good / Jmf 

enough the ultimate accolade / mjf 

of your sport, the Footballer / 

of the Year Award. / j 


Footballer of the Year 

C16 + 4 MSX Spectrum 48K 

JS6.95 £7.95 
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First came \ -l|i 

The Way of the \ lla 

Tiger" the martial \ 
arts classic in which \ 'M. 

you had to prove your \ • 

physical skills to become \ /k 

a Ninja. Now you have to \ v ‘1 Bk 
prove your supreme mental \ ; TOk 

agility in the second part of the \ Wgk 

Way of the Tiger saga “Avenger", \ 
the ultimate arcade adventure. \ 

Yaemon the Grand Master of Rame has \ 

assassinated your foster father Naijishi V 
and stolen the Scrolls of Kettsuia You have \ 
sworn to the God Kwon that you will avenge \ 
Yaemon’s murderous act and recover the sacred \ 

scrofls. Your enemies are many, varied and all are \ 
deadly. All your skills courage arid nerve will be called ' 

upon when you begin the final conflict in the Great 
Keep. Good Luck... only the brave hearted will survive. 

Avenger (Way of the Tiger n) 


Gremlin Graphics 
Alpha House, 10 Carver Street, 


Available November 


































Future Knight Tra3blazer 

C16 + 4 MSX Spectrum 48K 

£6.95 £7.95/ 


Future Knight 

Arise Sir Randolph to take up the challenge of death that 
\ has befallen the fair maid Amelia, held ki the evil 
\ dutches of Spebott the Terrible. Acting upon an inter- 
\ dimensional distress signal from the galactic 
\ cruiser SS Rustbucket, don your Omnibott Mark 
\ IV attack suit and venture forth in pursuit of 
\ your beloved’s captors. Defend yourself 
\ nobly against the Berzerira Security 
\ droids. Fight your way through 20 
\ gruelling levels onto the planet’s sur- 
\ face into Spebott's castle where the 
% \ fate of Amelia lies with the out- 

’H. \ come of your mortal combat 


CBM 64/128 
Amstrad 

£9.95 


" Disk 

Amstrad Disk 
K CBM 64/128 
Disk 

5 £14.95 


with the awesome Hencho- 
droid. Is there any gal¬ 
lantry and bravery left in 
\ this modem day 
\ universe? 

\ Available 
\ November 


B ’s not one for the 
i Roll left, roll right 
endless chasms of 
in and around the 
ry. Squares that will 
nr progress, on oc- 
onsequences and 
expectedly or make 
eep a keen eye on 
complete your task 
BM 64 version is an 
amazing 2 player simultaneous game. Amstrad Disc 
version contains extra features. 


.. 


Software Ltd., 

Sheffield SI 4FS.Tel: (0742) 753423 


Available November 
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Mega indispensable pull¬ 
out intro guide to using 
the 128K+2 55 

With most of the things the manual 
explained very badly explained very 
brilliantly, some really simple prog¬ 
rams to type in plus an easy-to-follow 
guide to software 


Inside the Arcades 

From the land of a thousand LED's 
|sJH| takes apart the coin-ops. We 
check out the new gimmick that will, 
keep you going back - hydraulics. The 
games tipped for the top in '87. And 
the low-down on all the big games 
tipped soon for a small screen appear¬ 
ance 
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PREVIEWS 


Everything you always 
wanted to know... 103 

About the future of software but no- 
one else could tell you. Including 
Shadow Skimmer, Mercenary, Feud, 
Ranarama and more ... 



A Shadowskimmer 




COMPETITION 


The complete Magic 
Knight 45 

Now Stormb ring er's been released by 
Mastertronic gjjj's got rather a lot of 
complete set^f Magic Knight games 
to win - that's the whole trilogy with 
Spellbound and Knight Tyme as well! 


SPECIAL OFFER 


Microdrive cartridges 43 

Yes! |Q| has negotiated some pretty 
nifty deals on Microdrive cartridges - 
either in tens or twenties - and either 
way you get them in a really neat flip- 
top storage case 


FEATURES 



Footie spectacular 46 

HQ puts the boot in (but strictly only 
where absolutely necessary) 

New Year predictions 72 

HQ put up its phone bill considerably 
by getting on the blower to the head 
honchos of the software world asking 
them what 1987 will bring 


SAVE OVER £10! 
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59 
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74 
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Sweet Talker 

Compatible with Interface I 
& II and Spectrum 16K, 48K, 
+ 2 . 


Spectrum Joystick 

Interface For Spectrum 

48K/128K/+2. 
Accepts any 
Atari style 

-> V.4 A|B joystick 
Bg including 

Cheetah 125+J 
Mach 1 +. For 
Kempston 
Compatability 


SpecDrum 

Digital Drum system for the 
Spectrum 48K/128K/+2 


Mega-Sound 

For 48K Spectrum and ZX 
' lacking^ 


jComplete 
with cassette 
and full 
instructions. 




MK5 Midi 
Keyboard 


Cassette / Data 
Recorder 

j||^. High quality 
■j|^ x cassette/data 
ESU, recorders for 
your home 
computer 
will allow 
^^easy loading 
even the most! 
stubborn programs. 


Midi Interface 


Sound Sampler 

17-5KHZ 

Bandwidth 


face 


A full size 5 octave f 9 f 
polyphonic keyboard 
containing a sophisticated 
and very powerful computer, 
suitable for a wide range of uses 


IHBrBl Compatible with 
Spectrum 48K, 128K, +2. 


Compatible with 
Spectrum 48K, 128K, +2, 


+2 Selector 
Connector 

Sinclair Joystick Adaptor for 
connecting ZX Spectrum +2 
computers to most . ^^ 
joysticks 

including 
Cheetah 125 
and Mach I 


R.A.T. Remote 
Action Transmitter 

• Infra Red transmission 
" • Touch control 

J • No extra 

s i software required 
|fw ^ ;;•/ M • Compatible with 

mm / w al1 Sinclair/Cheetah 

M \ , /m peripherals via the 
N^ j UL rear edge connector. 


Mach 1+ Joystick 

Probably t i k 
the best 

Joystick > 

in the world. 4 |w 

• Auto Fire ,%* 

• Metal Shaft ^ 

•+2 

Selector rl|||SSgk 
Connector 

• 12 Month^Ph^dBpB^ 
warranty. 


Joystick 'I 

• 4 extremely M 
sensitive fire 
buttons 

• Auto fire switc h J 

• +2 Selector 
connector jJBB 

• Uniquely 

styled hand grip jH 

• 12 Month warranty. 


/•L Aerial 
( Splitter 

Cheetah’s neat 

PP^T ”L L J|B s P iitter unit 
complete 
Z™ with 

P. self-adhesive pad 

allows you to keep yourT.V. and 
computer aerial leads plugged in 
without disturbing the picture. 


Split Extension 
Connector ~ ■*. 


Spectrum 128 / +2 
to Midi Lead 


56 Way Extension 
^ HM ^Connector 

g^BPE^Cheetah’s 6” long 
^^^^^^^Siextension cable 
enables 
Spectrum 
peripherals to 
be distanced 

^ rom y° ur 

^^^J^^^pcomputer. 


[Enables 2 Spectrum 
peripherals to be 
connected to the 
computer bus. 


Midi control lead for 
Spectrum 128K/+2 
computer. 


Prices include VAT, postage & packing. 
Delivery normally 14 days. 

Export orders at no extra cost. 
Dealer enquiries welcome. 


CHEETAH MARKETING LTD. 

1 WILLOWBROOK SCIENCE PARK 
CRICKHOWELL ROAD. ST. MELLONS.CARDIFF 
TEL CARDIFF(0222) 777337 TELEX: 497455 
FAX'0222 779404 


Cheetah, products available from branches of 

Dixons ^dltw.'.u.mi WHSMITH ♦ 

High St Stores and aN good computer shops 
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game also wrote 
Popeye, Minder and 
Benny Hill, although 
Benny Hill wasn’t much 
cop. But he made up for 
this by writing the other 
game. With such good 
quality in the game you 
have to perform tasks in 
order to complete it. It is 


good value for money 
and great laugh. You 
should buy itB 

Phil Dunne 
Dave Clarke 
London N6 
Game Choice: 

Scooby Doo 


Street Hawk 
Ocean 

A fter a highly 

detailed loading 
screen, the game 
finally loaded and on to the 
screen appeared a title 
page with different options. 

You chase up a crowded 
motorway after a bunch of 
villains that constantly 
shoot at you. The graphics 
are good and the scrolling is 
smooth. The next stage 
involves shooting robbers 


as they appear out of Joe’s 
Cafe. Then it’s on to the next 
chasing stage. 

Overall, a smart, nicely 
presented game, but does 
get boring after a while. Not 
as good as it should have 
been after a two year run 
up. You were right ■ 

Phil Palmer 
Crediton, Devon 
Game Choice: 

Robin of the 
Wood 


Trap Door 
Piranha 

T rap door is a good 
copy from the TV 
series. The 
graphics are detailed 
large and colourful. The 
bloke who wrote this 


Ghosts and 

Goblins 

Elite 

A fter reading the 

review of Ghosts ‘n’ 
Goblins in the July 
issue I rushed out to buy a 
copy. 

Ever since that fateful day, 
I've been a n-nervous wreck. 
Elite has never showed 
mercy on square-eyed 
addicts like me and I don’t 
think they intend to start. 

The game is easy, up to the 
point where the Gremlin is 
sitting. But if you don’t kill him 
before he attacks, you've had 
it! The semi-intelligent thing 
either picks you up and drops 


you, or fires heat-seeking 
droppings at you. Either way 
you start again. I’ve only ever 
managed to get on to Level 3. 

The only thing that lets the 
program down is the poor 
colour and graphics. The 
bigger monsters are quite 
detailed, though. GNG does 
not have many colours, and 
the colours it does have, are 
naff! 

M Tidy 
Maidstone, 

Kent 

Game Choice: 

Gauntlet 


Avenger 

Gremlin 

G remlin has been 
very clever and 
made a kind of 
Gauntlet but with 
everybody's favourite, karate, 
mixed in with it. It follows on 
from Tiger putting the use of 
your skills into an assignment. 
The graphics are excellent 
and scrolling is good too. 


I believe there is going to be 
another Tiger in the series. If 
there is, I hope it will be as 
good as the other two, then 
they will be the best three 
games for a while that have 
been released. 

Anyway, getting back to 
Avenger, the three hundred 
screens make it more 
exciting because you don’t 
get bored with the same 
screens all the while. Also, 
the objects you collect move 
around each time. I think that 
about sums it up. It's a great 
game. You were right - it's a 
Classic* 

Scott Blackwell 
Wellingborough, 
Northants 
Game Choice: 

Breakthru or Jail 
Break 


Dandy 

Electric Dreams 

Y ou were absoutely 
right about Dandy! 
It’s brill and well 
worth £7.99 asking price! 

The object of the game is 
to either go solo or with a 
friend and hack, thump, and 
zap your way through 
spectres, necromancers and 
other dungeon dwellers 
guarding a massive 
treasure hoard, which if 
you are fast, you can stuff 
into your swag bag. 

The graphics are detailed 
really well and your 
character moves quite fast. 
There are lightning flashes, 
and spells with which you 
can kill off all the monsters 
in one screen. 

The game is viewed from 
above and two people can 
play at the same time. One 
criticism of the game is the 
names of the people you 
control. Thor is alright, but 
Sheba! 

The area is not a scrolling 
type but a flip screen. 
Brilliant ■ 

Saleem Ahmad 
Yardley, 
Birmingham 
Game Choice: 

Eastenders or 
Star Games 


a phaser? Strewth!) and 
with all your skills from 
Kosmic Kanga, should 
progress far. 

The simplicity of the 
game makes it enjoyable 
to play. Alpha Omega has 
taken Joust and put it on 
to the Spectrum. Very 
enjoyable game and the 
right price. 

Yet you gave it one 
star. How could you do 
that?* 

Danny Marcus 
London N10 
Game choice: 

Thanatos 


Alpha-Omega 

CRL 


w 


'ell you can 
strike me down 
with a 


kangaroo chop! A pure 
arcade game has just 
been loaded into my 
computer and it's a long 
time since I saw such a 
simple one. 

You play what looks 
like a kangaroo, and the 
object of the game is to 
progress through the forty 
levels in the game 
defending yourself 
against the forty different 
monsters in the game. 
You possess the 
technology to jump and 
even fire (a kangaroo with 
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Frost Byte 
Mikro-Gen 
Software 

F rost Byte is a game 
where you have to 
free captives, but 
before doing so you 
encounter creatures and 
objects some of which 
can be zapped and many 
that cannot be zapped. 

You pick things up as 
you go through the screen 
and it is advisable to zap 
the object creatures as 
soon as you see them. 
The game is hard and 
takes time, patience, and 
quite a lot of skill to 
complete. Not a game for 
beginners in my opinion. 

The graphics are very 
good and the worm-type 
animal that you control is 
very cute. 

Frost Byte is one of the 



more expensive games, 
but it didn’t really hold my 
interest for long. 

And you gave it four 
stars, too. 

I don’t really think that I 
would spend my money 
on it again* 

James Tebbs 
Ware, 

Hertfordshire 
Game Choice: 

Sacred Armour 
of Antiriad _ 

Spy Hunter 
US Gold 

think that Spy Hunter is 
good because it has 
good graphics and is 
based on a good idea. It’s 


also quick and interesting. 
My brother and I play it a 
lot. 

I think you were wrong to 
slag it* 

Paul Thorp 
Ashburton, 
Devon 

Game Choice: 

Terra Cresta 









Space Harrier 
Elite 

I f you’ve seen Space 
Harrier in the 

arcades, you’ll know 
that this is one of the 
most complex games 
ever made. This was a 
game that people said 
couldn’t be converted 
but Elite has done a 
brilliant job on it. 

The idea of the game 
is basically to destroy 
everything in sight 
without getting killed. 
All the graphics get 


Address. 


The program I would most like to buy with my tenner is. 

* Reviews supplied without full name and address will not be 
considered for publication. 


Cobra 

Ocean 

W hy didn’t you 

like Cobra ? It’s 
ultra, mega 

radical and a great game. 
It's just right - mindless 
violence and innocent 
slaughter - I even shot 
Ingrid, his girlfriend, to 
prove how ruthless I am. 

Why Ingrid hung 
around is beyond me, as 
she was shot, stabbed, 
and even head butted - I 
just love that move 
"Whallop". 


Uridium 

Hewson 

T this game is 

nowhere near as 
good as you said. 
Scrolling is smooth and 
quite fast, and your Manta 
fighter moves very 
quickly across the screen. 
The one-colour screen 
does avoid attribute 
clashes, but makes things 
hard to spot. 

But I found it quite 
difficult to play. I suppose, 
after a little while, it could 
be quite average* 


write stuff... 


Dr What! 


gradually larger and 
larger, and the effect is 
unbelievable. This game 
is absolutely brilliant 
although it suffers from 
attribute problems (but 
that is the bloody 
Spectrum for you)! 

And I didn’t think it 
was anywhere near as 
easy as you did!* 

Ian, Dan, Raj, 
Simon and Dan, 
Essex 

Game Choice: 

Ikari Warriors 


This may seem strange, 
but I haven’t got a 
computer so I play all my 
games at the lunch break 
during school on my pal’s 
Spectrum. 

So there it is, an “if it 
moves it dies sort of 
game" well worth 
buying* 

Gordon “Death 
is my business, 
and business is 
good” Bingham 
Game Choice: 
Judge Dredd 


Mark Turner 
Stevenage 
Hertfordshire 
Game Choice: 

Shockaway 

Rider 


CRL 

Y ou were spot on 

about Dr What. This 
game is such utter 
crud, it’s unbearable! The 
instructions don’t actually 
say anything about the 
object of the game, and 
what little they do say is 
totally irrelevant. The 
graphics are really poor 
and sound, well! After the 
excellent (well, I though 
so!), Academy, it is 
something of a surprise to 
see such complete garbage 
as this from the same 
company. 

Buy it at your own risk. 
(Try taking insurance out 
first, though). Oh dear...* 

Mike “Skippy” 
Dunn, Ludlow 
Game Choice: 

Space Harrier 


Dynamite Dan II 
Mirrorsoft 

D ynamite Dan II is 

brilliant! I found it 
very hard and 
irritating at times, but I 
enjoyed bombing around 
eight islands placing discs in 
juke boxes and collecting fuel 
for my ship. 

Mirrorsoft has done a great 
job on this one and although it 
is irritating at times, it is very 
addictive. Surely this is one of 
the best platform and ladders 
games around. 

After a week of continual 
play, I reached the sixth 
island and eventually after I 
had smashed my joystick to 
pieces I reached the final 
island. 

My only comment on the 
game is at the end of the final 
island when you have to 
place a bomb in his lab. The 
problem is I can't find it! 

Still I think it's a great 
game* 


Martin Affley 
Cardiff, Wales 
Game Choice: 
T T Racer 


E very so often — well very often actually — you write to 
tell us that we know nothing about anything *nH insist 
that some program we trashed is actually the best game 
ever. Conversely you blast us for saying something is great 
that you absolutely loath and detest. 

Enough is enough. We can’t take any more, if you 
you’re so clever you write the damn magazine. We mean it! 

Every month we’ll devote a page to a selection of your 
opinons on the latest software. Don’t get mad write the 
review you think the game should have received and we 
(subject only to space) will print it. 

Now, aside from seeing your work in print we will send 
you a crisp £10—-er, cheque — with which to buy the 
software title of your choice — tell us what you plan to 
spend the money on if your review is printed. 

One request, we want to know what you look like so send 
us a picture. Any old picture will do — you at home, in Ibiza, 
in the garden, even making silly faces in photobooths we 
don’t care. 

So get cracking — write your reviews and send them 
together with the completed coupon below. 

YOUR REVIEWS 

Maximum 150 words. No swearing, libel or illegibility and 

come out of the comer ftthing. Don’t beat around the bush_ 

tell us straight what you think. Send your review (or any 
recent game) plus your picture and fill in the coupon, ‘send 
the lot to The Write Stuff, Sinclair User, 30-32 Farringdon 
Lane, London EC1R 3AU. 

Name.. 
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-i SPECTRUM 1 

. repairs . 

from 

£7 to£19.90 


■ Spectrum 
rubber 
keyboards ^ 
repaired A 
for only 
£8.95 


WE SET THE STANDARD BY WHICH EVERYONE ELSE IS JUDGED 


.JOMPUTER 
4 REPAIR 
CENTRE 

Every computer 


the only AMSTRAD 
SPECIALIST recommended 
byAmstrad 

Repairs also undertaken for all the 
following computers:- SPECTRUM, COMMODORE, 
ATARI. BBC & IBM Compatibles. 

Three months no quibble guarantee 


repaired by us 
is completely 
overhauled 
and tested 
before 
.return. 


■ No high fixed price - you only pay what the repair 
actually costs. 

■ While-U-Wait Service - spare parts for all 
leading computers - available over 
the counter. 

■ State of the art test equipment . 

to provide comprehensive 
test report and locate 


ALL PARTS 
STOCKED 

a selection of spares: 


faults. 

■ All computers 
returned carriage 
paid and 
covered by 
insurance. ^ 


COMMODORE SPARES 

6526 -C.l A. £19.95 

6510-Processor €19.95 
6581- Sid Chip £19.95 

906114 - House Keeper 

£19.9S 

901 ??-5 - Graphic Rom 

£19.95 

901226 - Basic Rom £19.95 
901227 - Kemal Rom £19.95 
6569 - VIC £29.95 

4164 Rams - Memory £3.00 
Power Supply 

Transformers £29 90 

VAT included £1.50 per 
order for postage & 
packing. 


SPECTRUM SPARES 

Keyboard membrane 
Spectrum £5.50 

Keyboard membrane 
Spectrum Plus 
membrane £11.95 
Metal Templates £5.50 
Keyboard Mats £5.50 
ZX81 membrane £5.00 
Service Manual £30.00 
ZTXbSO £0.60 

ZTX213 £0.60 

Z80B CPU £3.00 

4116 Rams £1.48 

Power Supply 
Transformers £9.95 
ULA6C001 £16.50 
Rom £16.50 


with every 
computer repair, 

.other than Spectrum 
and Commodore. 


DISCOUNT COMPONENTS 

e.g. Power Transformers 


Commodore 
£29.90 +£1.50 p.p. 

Spectrum £9.95^ 

+£1.50 p.p. 


□ SEND YOUR COMPUTER 
with a Cheque/P.OVAccess 
r or Visa Card number for the maximum fee 
enclosing the appropriate Free Gift Voucher. 

B FOR A WRITTEN QUOTATION just send 
£2.50 to cover postage & packing. 

Q Your Computer will be returned within 24 hours 
carriage and transit insurance paid with the 
balance of the fee and your FREE GIFT. 


Trade 
orders 
welcome 

Discounts 
for Colleges 
and Schools 


SPECIALIST COMPUTER 
REPAIR CENTRE 

Dept. 26, Unit 4, M.E.B. Works, Windsor Road, 
Enfield, Redditch B97 6DJ. 

Telephone: 

REDDITCH 65671 


10 
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HOWEVER, to kick off, here 
are some juicy tips for Faster 
Than Light's shoot 'em up 

Lightforce. 

It just so happens that inclu¬ 
ded somewhere in this col¬ 
umn are the results of the 
incredible Zapchat Challenge 
set on Lightforce last month, 
and because this all ties in very 
neatly, I reckon we deserve a 
pay rise. The following tips 
were sent in by Matthew tur¬ 
ner who comes from the mid¬ 
dle of Cheshire. First, let's look 
at the different types of alien 
that you are likely to encoun¬ 
ter: 

• Green Flying Saucers: Zig¬ 
zag downwards and cannot be 
shot 

• Red Flying Saucers: These 
circle round you. Some fire 
rockets, others drop mines 
and all head straight at you 

• Blue Flying do-das: These 
follow a set course and are 
easy to kill 

• Yellow plop plops: They 
follow same course as blue 
saucers but suddenly turn and 
fly at you 

• Green Asteroids: Come 
down level with you, cannot 
be shot and get in the way 
when you are going for a 
group bonus. 

• White Asteroids: Track you 
down and therefore need to 
be shot as soon as possible 

• Zeroids: So called because 
they look like, well, Zeroids (?) 
These come up behind you 
(aha!) and then head straight 
at you 

• Enemy fighters: Some 
come from the side in a long 
line, others attack from the 
side of the screen 

Now, for all facts and order 
buffs out there, here is the 
order of the events on the 
game: 

Asteroid Belt: Green aster¬ 
oids, building complex, yellow 
asteroids, 3 lines of blue flying 
saucers, yellow asteroid, build¬ 
ing complex, white asteroid, 
red flying saucers (2 waves), 
building complex, yellow 
asteroids, and finally then the 
white asteroids 
Jungle Planet: Zeroids, green 
flying saucers, building com¬ 
plex, enemy fighters, enemy 
fighters again, enemy fighters 


MON MOLAR’5 



NOW the festive season has ended and the majority 
of the staff have got over their seemingly permanent 
hang-overs, it's about time we all got back to some 
serious hacking and zapping instead of hiding in 
corners and pretending that we were all in Brazil. 

This method has proved fruitful for the last few 
weeks and has allowed the team to consume numer¬ 
ous cans of Old Pete's Bitter. However, when a dead¬ 
line arrives on your doorstep, there is nothing you 
very well can do to avoid emerging and doing a bit of 
work. (Even if the dead-line was two weeks ago.) This 
month, there are numerous delights from the bowels 
of the Sinclair world to make you jump around with 
glee, including a special edition of Uridium tips. 


again (yawn), the runway, 
building complex, crosses, 
bonus life, green flying sauc¬ 
ers, enemy fighters, building 
complex, crosses, enemy 
fighters, bonus life, green 
flying saucers, zeroids and 
green asteroids to end the 
section 

Orbital Platforms: Green 
asteroids, red flying saucers, 



yellow asteroids, white aster¬ 
oids, bonus life, zeroids, red 
flying saucers, red flying sauc¬ 
ers, red flying saucers, red 
flying saucers, green aster¬ 
oids, red flying saucers, yellow 
asteroids, green asteroids, red 
flying saucers, zeroids, red you 
know what, rocket firing red 
saucers, red flying saucers, 
yellow asteroids, red, red 
zeroids, green asteroids, 
bonus life 

Ice Planet: Whilst a few types 
may look slightly different, all 
the aliens behave exactly as 
they do in the Jungle Planet. 
Ha! So there! Ya boo to you 
too! 

To finish off his letter, 
Matthew added these few 
words of utter wisdom. 

"The reason for these notes 
is that the problem with Light¬ 
force is not knowing what 
comes next. Should you go to 
the middle, stay at the top, 
slide down the side, or jump 
on the elephant?" Yes, well, 
don't call us, we probably 
won't call you. 

Anyway, enough of this tri¬ 


via nonsense as I'm sure you'll 
want to see the unique Zap¬ 
chat Challenge Top Eight Chart 
to check for your name. So, 
here it is: 

POSITION SCORE NAME REMARKS 

1 1210950 M.Turner Made it up. 

2 1009560 S.England Ha Ha. 

3 905232 W. Batrick Getting plausible. 

4 765464 P.Maunder Well now. 

5 755765 T.Eaves Storyteller. 

6 657895 J.Bedaton Smooth guy. 

7 564756 J.Dustan Shorty. 

8 465746 E.Crooks Um..obviously. 

9 465723 J.Douglas Arggh! A staffer! 

Thus ends another presti¬ 
gious occassion and after a 
long debate, well, two mi¬ 
nutes actually, we've verified 
that next month we'll cover 
Uridium. Some people should 
have completed it by then. 

Another good game out 
now is 

Thanatos 

from Durell (Who just happe¬ 
ned to make Harrier Attack, 

but that's another story). 

I Simon Brown from 
Southsea in Hampshire sent 
h these tips: 

m # In the caves with the nasty 
spiders, just fly in at full revs 
■ and flap up and down. This 



way, you'll hardly get bitten at 
all and will look extremely silly 

# If the Princess falls off 
when you are in the caves 
before mentioned, the dragon 
must be quick to pick her up 
off the ground otherwise the 
spiders will nibble her 

• When you want to kill a 
witch land near her and 
take off straight away. This 
way, you will hear the noise of • 
hooves and a knight on his 
horse will appear. Match his 
speed and pick up the poor 
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SUPER SOCCER 


Send coupon to: Super Soc¬ 
cer Smash Offer, Imagine 
Software, 6 Central Street, 
Manchester M2 5NS, along 
with cheque/postal order 
payable to Imagine Soft¬ 
ware Ltd for £5.95. Offer 
closes February 26, 1987 
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Druid: Level 3 


MAP CHAT 



is causing its fair share of 
problems and Stephen 
Carter from South Wirral 
has sent some maps - 
that are actually right, un¬ 
like some other mags - 
and a heap of tips. He's 
only mapped Levels 3 to 
8 because the first two 
are really too easy to 
bother with and most 
everyone will have 


already got that far. 

The object is to kill all 
the demon princes in the 
levels. There are four 
which are shown on the 
maps by skulls. They fire 
fireballs at you but you 
can sort them out, prop¬ 
er, by standing next to 
them and using the 
Chaos Spell. Another tip 
is to collect lots of keys - 
you'll need as many as 
you can find for the later 


levels. 

The fifteen different 
classes of player you can 
become - depending on 
you expertise are (start¬ 
ing at the least experi¬ 
enced): 

• Halfwit • Apprentice • 
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lour of Antiriad: The Map 
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MAP CHAT 



WEftPAZ? 
W/W £As 




Seer • Lore Seeker • 
Spirit Master • Cleric • 
Potion Master • Lore 
Master # Priest # Illu¬ 
sionist • Magic Master • 
ConJourer # High Priest 
• High Druid • High 
Druid • Light Master. 

The correct spells to 
use for each type of crea¬ 
ture you come across are 
shown in the Spell Guide 


in Table 1. 


Table 1. Spell Guide 


Ghost 

Bettle 

Skeleton 

Snake 

Ralack 

Wraith 

Slime 

Devil 


Water Fire Electricity 

1 1 2 

3 1 2 

1 3 2 

3 1 2 

1 2 3 

3 2 2 

3 1 2 

3 3 1 



Sacred Armour of 

is certainly one of the 
neatest and most com¬ 
plex plaforms-style 
games around and here's 
a useful map showing the 
key objectives in the 
game, a well as the 
overall plan. No matter 
which starting point the 
game kicks you off at, 
head for the anti-rad suit 
for starters. Until you get 
there use any rocks you 
find to ward off 


Antiriad 

assailants. After the suit 
go for the gravity displac¬ 
er boots and pulsar 
beams - cleverly placed 
at opposite ends of the 
lower forest and ruined 
city areas. Then go for 
the implosion mine and 
the particule negator, 
both inside the volcano. 
It's the implosion mine 
you need most to destroy 
the generator rooms at 
the very top 



























































































































































































































































































[HOME COMPUTER sorrvv\REl 




The HIT SQUAD have 
.put together FOUR 

\ No1 

r\ Blockbusters / 

k \ for this NEW / 


Featuring:^. 
ARIEL DOGFIGHTS 
JUNGLE COMBAT 
\ MARTIAL ARTS , 
\ and of course... / 
XgHOSTBUSTING! ! / 

All in one special / 
: |||\ twin - cassette / 

\ pack for your / 
\COMMODORE / 

\ SPECTRUM / 


COMMODORE 

AMSTRAD 

CASSETTE 

DISK 

CASSETTE 

DISK 

£9*95 

14*95 

£9*95 

14*95 









































fellow leaving his horse 

# Whenever you find a safe 
spot, stop to rest 

# When flying over the sea 
with the sea-serpents in it, fly 
at the very top of the screen 
and shoot your flame up¬ 
wards. The flame will go out of 
the screen and into the sea, 
killing any passing sea-serpent 

# To bonk off the two-headed 
dragon, you must shoot it 
under the wing with your fla¬ 
me 

# When you get to the third 
castle, land and wobble to the 
gate. Some animals will come 
out, so take off immediately. 
Pick some animal up and drop 
it on to the others. 

# You will never have enough 
flame to burn down the gate 
first time, you'll always have to 
go back through the caves to 
eat a few witches 

# Well, now we all know. 
Burn a couple of witches here 
and destroy a few villages 
there. 

Now, from the lowest, dar¬ 
kest corner of Priory Court, 
comes a bundle of tips that 
will shake the earth. 

Uridium 

A from Hewson has to be the 
ultimate shoot 'em up to be 
^ released this year, anjefto cele¬ 
brate that fact, the team have 
doged and ducked to bring you 

■ the unique guide to playing the 
first four levels. 

# LEVEL ONE: ZINC. It is 
™ best to approach this level at a 

fairly slow pace. Doing this will 
activate a wave of fairly slow 
enemy fighters attacking from 
the right. Simply fly in a 

■ straight line at a steady speed 
and shoot continuously. You'll 

_ destroy only one alien but will 

■ safely avoid the rest. When 
the wave clears you, turn 

g round and blast them apart. 
This will give you extra points. 
Now to move on. You will 
I notice that as you go further to 
the right, there are two aerial 
_ masts to avoid and a generator 
® stuck in the middle. Whatever 
you do, do not fly directly over 
g| the generator as this will acti¬ 
vate a mine which will fly in 
your direction. On the whole, 
I this is a bad thing 

You can avoid flying over the 
_ generator by watching your 
™ shadow carefully. By lining it 
up with the edge of the gener¬ 
al ator you can fly past safely 
provided you do not linger in 
the screen too long. Another 
I method is to turn on your side 
and go to the very bottom of 
_ the screed and squeeze past 
“ the aerial/Tricky, but fun! 

Once /you have mastered 
| either of these moves, then 
you can increase the speed of 
your manoeuvre until it ama- 
I zes your friends. We found 
that flying on full speed past 
h the bottom aerial and then 
™ moving down immediately af¬ 
ter it and into line with the 
| ground defence was the best 


tactic, but you need to practice 
it! Watch out, however - if you 
fly fast straight from the begin¬ 
ning the pattern of the 
meanies change and you could 
find enemy fighters creeping 
up on you from behind. If this 
happens, hang around to make 
sure that they don't fire, then 
flip around and head the oppo¬ 
site way. Part way through 
there's what can be a very 
dangerous passage. There is a 
sneaky way through though. 
Hang around at the top of this 
screen before you go through. 
This is because you can judge 
when a wave has gone past 
and when the next is likely to 
emerge. As soon as a wave 
has gone through, zoom 
through. Watch out for the 
aerial though! When you 
appear out the other end, 
climb up to the top of the 
screen as soon as possible. 
Hang around until the 'Land 
Now message' appears and 
when the next wave has gone 
by, go down with your guns 
blazing. 

• LEVEL TWO: LEAD. I think 
you will agree with me when I 
say that this level is fairly easy 
going. One immediate tip 
though: for goodness sake go 
down at the beginning other¬ 
wise you'll end up a splattered 
on the wall that reminding 
people of a dead fly. You will 
have noticed that there are a 
group of ground targets here 
and all of these can be des¬ 
troyed if you're quick. Once 
you pass the wall you will 
come across an aerial and you 
will need to yank your joystick 
to avoid it. A bit like a slalom 
course this - yank it up and 
crank it down as my gfan once 
told me. 

Once you are clear of the 
walls and numerous aerials, 
the level is easy. Provided you 
do not do anything incredibly 
stupid to disturb the aliens 
then they will follow a set 
pattern. The main difficulty en¬ 
countered were the floating 
doughnuts as they were fond¬ 
ly called, these have a nasty 
habit of blazing into the screen 
following a set run and then 
stopping suddenly. If you are 
not careful, you'll wind up hav¬ 
ing lunch with them. They 
then settle down to float slow¬ 
ly to the right, letting rip with 
bullets that appear to keep up 
with you 

Also, there is a nasty corner 
that could cause snapped fin¬ 
gers. Here, the best idea is to 
steer by the ship's shadow 
and this can roughly tell you 
when you are going to crash 
into something. Go slow and 
make sure that there is not a 
wave of aliens on its way. 

Once you arrive at the land¬ 
ing strip, take things easy and 
avoid crashing into things. 
When the 'Land now' messa¬ 
ge appears, wait until a wave 
of fighters has gone by and 


I 



then land quickly 
• LEVEL THREE: COPPER. 

To start off, this level has an 
alarming array of walls which 
can catch out most of those 
Flash Gordon types who drive 
fast in their Manta XR3's. So 
go slow through the first set of 
obstacles. It is better to climb 
to the top of the screen and 
once past the second walls, fly 
diagonally down to the lower 
screen. Wait here until a wave 
of fighters goes by and then 
climb straight up to avoid the 
aerials. Speed up to get past 
the generator. Watch out for 
the oncoming wall, from 
which the only escape is a 
small channel right down at 
the bottom. This could be 
tricky as you will already be 
powering your way past the 
generator, but practice makes 
perfect 

Even more fun is awaiting 
you - there is a sharp little 


corner in which you need to 
get to the top of the screen. A 
snazzy manoeuvre is neces¬ 
sary. Pull back and up at the 
same time to make your Man¬ 
ta execute a tight roll and back 
flip. You should now be flying 
along a small channel at the 
top of the screen. Once you 
come to the end of the first 
part of the structure of the 
dreadnought, head straight for 
the bottom of the screen. Now 
comes another tricky bit - 
ahead of you is a very, very, 
very small gap for you to try to 
fly through. You will need to 
pull your ship onto it's side and 
pray. There is also a generator 
here that will let off a mine if 
you hang around here too 
long. If you have utter dificul- 
ties in the manoeuvre, then 
look up the inlay card and it will 
tell you exactly how to move 
•the ship on to it's side. Once 
you get through the gap, then 
move on to the landing strip as 
quickly as you can. 'Hang 
loose' until the sacred signal 
appears to tell you to land. 
Park your craft immediately 
otherwise the aliens get nasty 
• LEVEL FOUR: SILVER. 
Here's another easy level. 


that might just cause sweaty 
palms or other parts of the 
anatomy, is an array of lego 
bricks that form a diagonal 
wall. You have to approach the 
wall from the top and go slow. 
Make sure that there are no 
aliens about and then gradually 
bring the Manta down through 
a slight diagonal line. The land¬ 
ing pad is incredibly easy to 
locate and land on provided 
you time the approach careful¬ 
ly 

Well, there you are. What 
more could you possibly want 
to do with Uridium, except a 
Poke and that's in the booklet. 
So, don't say we never help 
you out! 

Before any of you start 
sending letters to the Ed (May 
his name be mentioned only in 
hushed tones) complaining 
that I'm a div or something 
else utterly ridiculous, here are 
some Pokes to keep you hap¬ 
py for a while. The first is from 
Adrian Singh and concerns 
Mastertronic's absolutely 
fabulous and what's more, in¬ 
credible, release called 


Once you get past the first set 
of walls, then it is best to duck 
the craft down as quickly as 
you can waggle that joystick. 
Provided that you haven't 
already decorated the wall, 
you will now have to turn up 
and fly along the channel at 
the top. Go along at a fairly 
steady pace and make sure 
you avoid any aerials. You will 
need to pass through another 
tight spot, but you can just 
manage it without turning on 
your side. Once again, fly 
along at the top destroying all 
the nasties. Another tight spot 
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IMPOSSABALL 


Send coupon to: Impossa- | 
ball Smash Offer, Hewson, 
56b Milton Trading Estate, 
Milton, Abingdon, Oxon 
0X14 4RX, along with a 
cheque/postal order pay¬ 
able to Hewson Software 
Ltd for £7.45. Offer closes 
February 26, 1987 


ZUB 

^ The author claims that this 
program and Pokes will des- 

— troy all the meanies and even- 

■ tually make the game much 
more simple to complete. In 

■ fact, almost bearable, but I 
don't see it somehow 

m 10 BORDER 0: PAPER 0: 

■ INK 0 

15 CLEAR 24699 

| 20 LOAD "" SCREEN 

(string) 

_ 25 LOAD "" CODE: LOAD 

' rnnF 


30 POKE 37473, 201 
40 RANDOMIZE USR 24700 
If you encounter any prob¬ 
lems then we are all in exile in 
deepest Peru which is becom¬ 
ing quite a popular place. Any¬ 
way, Adrian has also sent in 
some tips for the game and so 
here they are: 

At the top of each planet 
there are 3 platforms, each of 
which leads to another planet 
though it is not obviously 
which one you'd always ex¬ 
pect. You may end up going 
backwards, and even back to 
the starting planet. However, 
there is a very quick way to get 
through the game and it is 
shown below 

PLANET 1 - take MIDDLE 
platform to get to PLANET 3 
PLANET 3 - take RIGHT 
platform to get to PLANET 4 
PLANET 4 - take LEFT plat¬ 
form to get to PLANET 6 
PLANET 6 - take LEFT plat¬ 
form to get to PLANET 7 
PLANET 7 - take MIDDLE 


platform to get to PLANET 9 
PLANET 9 - take MIDDLE 
platform to get to PLANET 
10 

Once you manage to get as 
far as planet ten you will re¬ 
ceive the greeny orb or zub 
which you have to get back 
home (yawn) 

PLANET 10 - take any plat¬ 
form to get back to planet 9 
PLANET 9 - take left plat¬ 
form to get back to planet 7 
PLANET 7 - take right plat¬ 
form to get to planet 6 
PLANET 6 - take middle 
platform to get back to pla¬ 
net 4 

PLANET 4 - take right plat¬ 
form to get back to planet 3 
PLANET 3 - take left plat¬ 
form to get back to planet 1. 
Another budget game which 
Adrian has spent at least half 
an hour with is 

Bombscare 

from Firebird. The Pokes 
printed below will make your 
droid invincible and thus 
I should be helpful 

POKE CORNER 

| Once again, these Pokes 
can only be used with a mic¬ 
rodrive interface as mentioned 
H before and it's no good trying 
to fiddle them into your header 
m because they simply won't 
work! 

Lightforce: infinite lives: 

■ POKE 40725,0 

1942 : inifinite lives: POKE 
47007, 255 

H War: infinite lives: POKE 
383,94,0 

H POKE 37033,0 
— Elite: destory menaces: 
POKE 46848, 201 

■ Paperboy: Indestructable: 

POKE 48023, 201 

Indestructable: 
175 

Lives: POKE 


Cyberun: 

POKE 36168, 

Dan Dare: 

36168, 175 
POKE 45954, 104 

Spindizzy: Infinite 

POKE 48272, 201 
POKE 48401, 201 
Spellbound: Energy 
POKE 55066,0 
POKE 55070,0 
I POKE 55071,0 
1 POKE 55072,0 
POKE 27871,0 
POKE 36133,0 



time: 


5.BORDER 0: PAPER 0: INK 7 

10 CLEAR 27999 

20 LOAD " " SCREEN (string) 

30 LOAD " " CODE: LOAD " " 
CODE 

40 POKE 56256, 0 
45 POKE 23606, 46: POKE 
23607, 181 

50 RANDOMIZE USR 65000 
"When I got m y November 
'86 issue of HU I opned the 
mag at my favourite section 
Zapchat (Creep!) and I was 
thrilled and utterly pleased to 
see the amount of Pokes 
printed. Another great point 
was devoting the Poke corner 
to people who on a suspicious 
basis, have a microdrive trans¬ 
fer interface.'' 

Stephen follows on with 
around twenty five pages of 
professional grovelling and 
finishes with: 

"Could you please, please 
devote another corner to such 
a type of cheat corner. If you 
do, I will go down on my knees 
and lick your shoes.'' 

Well, how could I turn such 
a plea way away? The truth of 
the matter is that we've had 
sackfuls of such codes and so 
it was not too much trouble to 
stick one corner together. Pity 
though, after all that creeping I 
quite fancied making you hang 
on another month! 

This month, maps have 
been sent in from here, there 
and almost everywhere. 

Well that just about wraps 
the column up for this month. 
However, before I go away 
and hide in a corner for the 
next few weeks, I'd just like to 
congratulate Crash magazine, 
who in their review of Cobra 
raved and raved over the 
'Outstanding sound which is 
the best thing heard on the 
Spectrum'. One thing they 
overlooked was that the 
tunes in Cobra are exactly 
the same as in Ping-Pong 
from Imagine. Well done 
lads!B 


Whatever you want 
to say, say it to: Jon 
Riglar, Zapchat, Sinc¬ 
lair User, 30-32 Far- 
ringdon Lane, Lon¬ 
don EC1R 3AU. 
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Aliens 

^ is a strategy shoot'em up, 
with the emphasis very 
much on strategy. To 
I move your team easily 
within the ship you need 
_ to give them multiple 


direction orders and to 
do that easily what you 
really need are the key 
numbers to the rooms in 
the colony - so here they 
are printed - in our Aliens 
map 
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A SPECIAL MESSAGE 
TO ALL THOSE 
PEOPLE WHO HAD A 
SINCLAIR COMPUTER 
FOR CHRISTMAS 


(and those who have had 
one for years) 


SSSSb 



Looking for great gizmos for 
your new Spectrum or QL? 
There’s one place you will 
find everything: 

THE MICROFAIR. 

If it’s new it will be on 
show. If it’s original 
you’ll find it on sale. If 
you need advice you only 
have to ask the exhibitors. If 
you want to meet thousands of 
enthusiasts, just come along 
and enjoy yourself. 

There’s everything for 
Sinclair Computers. Hardware, 
Software, Books, User Clubs, 
Programming Aids, Games, 
many at special ‘show’ prices — 
there’s even a bring and buy sale. 
For a fun day out and a chance to 
see and buy everything new and 
exciting... you won’t beat the 
MICROFAIR. 


THE NEW YEAR MICROFAIR 


JANUARY 31st 1987 
AT THE HORTICULTURAL HALL 
GREYCOAT STREET/ELVERTON STREET 
LONDON SW1.10am-6pm 
ADMISSION: £2.00 (ADULTS) 

£1.50 (KIDS UNDER 14 YRS) 


SEND NOW FOR REDUCED 
PRICE ADVANCE TICKETS 

Send to Mike Johnston (Organiser), Dept PCW 
ZX MICROFAIRS, 71 Park Lane, London N17 OHG. 

Please send me advance tickets 

(Adult @ £1.50) 

Please send me advance tickets 

(Child under 14 @ £1.00 

Name:_ 

Address:__ 

22nd 

_zxncuMr 

Please include a stamped, self-addressed envelope and make 
cheques/POs payable to ZX Microfair 


SHEKHANA COMPUTER SERVICES 


ORDER BY CREDIT 

OUR 

PRICE 


Gauntlet. 

.6.95 

Space Harrier. 

.5.95 

Sky Runner. 

.7.95 

Super Soccer. 

.5.95 

City Slicker. 

.6.75 

Scared Antiriad. 

.6.95 

Theatre Europe. 

.7.95 

Quazatron. 

.6.95 

Strike Force Cobra. 

.7.50 

Fat Worm Blows. 

.7.50 

Ace. 

.7.95 

1942. 

.5.95 

Pub Games. 

.7.50 

Uridium. 

.6.95 

Konamis Golf. 

.5.95 

Zeno. 

.6.95 

Elite. 

.12.95 

Firelord. 

.6.95 

Scooby Doo. 

.5.95 

Cyborg. 

.6.95 

Its A K.O. 

.5.95 

Tomahawk. 

.7.50 

World Games. 

.6.95 

Judge Dredd. 

.7.50 

The Great Escape. 

.5.95 

Thanatos . 

.7.50 

Scalextric. 

.7.95 

Bazooka Bill. 

.6.95 

Fairlight II. 

.7.50 

TT Racer. 

.7.50 

TheGoonies. 

.6.95 

Battle of Britain. 

.7.95 

Camerlot Warrior. 

.6.95 

Rogue Trooper. 

.7.50 

Deactivators. 

.6.95 

Tarzan. 

.6.95 

Animator 1. 

.7.95 

Legend of Kage. 

.6.50 

Uchi — Mata. 

6.95 

★ ★ ★ ACCESSORIES ★ ★ ★ 

Professional Plus. 

.19.95 

Euromax Joyball. 

.24.95 

Interface III. 

.37.95 

Ram Turbo. 

.18.00 

Multiface One. 

.39.95 

Cheetah Mach 1. 

.14.95 

Comp Pro 5000. 

.14.95 

Elite Autofire. 

.18.95 

Quick Shot II Turbo .... 

.13.95 

Quick Shot II. 

.8.95 

Quick Shot II Plus. 

.12.95 

Konix Speedking. 

.12.99 

Euromax Joycard. 

.9.95 


CARD HOTLINE 01 

OUR 

PRICE 

Exploding Fist II.6.95 

Lightforce.5.95 

Astrixs.6.95 

NapoleanatWar.7.50 

Tempest.7.50 

Gallipoli.7.50 

Shao Lins Road.5.95 

Cop Out.6.95 

Infiltrator.7.50 

Donky Kong.6.50 

Commando 86.5.95 

PS15-Trading.6.95 

Strike F.Harrier.7.95 

Ghost and Gobblins.5.95 

Druid.5.95 

Durell Big 4.7.95 

Hardball.6.95 

Annals of Rome.10.95 

Stole a Million.7.50 

Desert Rats.7.50 

Winter Games.5.95 

Leader Board.6.95 

Head Coach.6.95 

Battlefield Germany.10.95 

Terra Cresta.5.95 

Monopoly.7.95 

Silent Service.7.95 

Footballer of Year.5.95 

Graphic Creator.19.95 

Shockway Raider.5.95 

Star Raider II.7.95 

Explorer.5.99 

Sold a Million 3.7.95 

Kayleth.6.95 

PSI Chess.7.95 

Centurians.6.95 

Deep Strike.7.50 

Starglider.12.95 

Sam Cruise.6.50 

Trivial Pursuit.12.95 

T.P Young Players .12.95 

T.P Question Pack.7.95 

★ ★SPECTRUM 128KW ★ 

Cyruss II Chess.9.95 

Starglider.12.95 

Fairlight.7.95 

Inter Match Day.7.95 

Call Me Trooper.7.95 

Winter Games.7.95 

Waterloo.7.95 

Austerlitz.7.95 

Academy.7.95 

Artist II.14.95 


809 4843 (24 HRS) 

OUR 

PRICE 

Dandy.5.95 

Aliens.7.50 

Cobra.5.95 

Cyruss II Chess.9.95 

Academy.7.95 

Mailstrom.5.95 

Marble Madness Kit ..6.95 

Avenger-Tiger II.7.50 

Dracula.7.50 

Konamis Coin Hits.7.95 

Artist II.12.95 

Dodgy Geezers.6.95 

Swords of Bain.6.95 

Vulcan.7.95 

Advance Art Studio .22.50 
Master of Universe ....6.95 

Temple of Terror.6.95 

Breakthru.6.95 

Super Cycle.6.95 

Crystal Castle.7.50 

Labarynth.7.50 

Xevious.6.95 

Mag Max.5.95 

Dan Dare.7.50 

YieArKung Full.5.95 

Double Take.5.95 

Glider Rider.6.95 

Bomb Jack II.5 .95 

Ikari Warrior .6.50 

Knuckle Busters.6.95 

Parallax.5.95 

Top Gun.5.95 

Sword of Samurai.6.95 

Now Games 3.7.95 

Jail Break.5.95 

Future Knight.5.95 

Trailblazer.5.95 

Colour of Magick.7.50 

Paper Boy.5.95 

Aerojet.7.95 

Express Raider.6.95 

Saracen.6.95 

Saigon.6.95 

5 Star Hits.7.95 

Return to Oz.6.50 

IceTemple.6.50 

Tenth Frame.6.95 

Saigon.6.95 

Shadow Skimmer.5.95 

Winter Wonderland.. 6.50 

Pailitron.6.95 

Hacker II.7.95 

Silicon Dream.12.95 


All prices include P&P in UK. Europe add £1 per tape. Elsewhere at cost. 
Cheque/PO payable to: S.C.S (Sine) PO Box 394, London N15 6JL. 
Telephone 01-800 3156 

If you would like to pick up your discount software from our shop, please 
produce your copy of this advert for above discounts. To SCS, 221, Tottenham 
_ Court Road, London W1R 9AF. 

|(Near Goodge St Station - Open 6 days a week 10.00am to 18.00pm. I 
ZHH Barclaycard and Access hotline S 01-809 4843 5? 01-631 4627. 

I Credit Card orders dispatched same day - subject to availability Lass 
* New Releases subject to availability from Software House. Please ring for 
availability. 


I QTHLORIEN (§) 

NEW!! 

DEATH IN RUSSIA 1941 

• German invasion Operation Barbarossa 

• All graphic 1 player wargame 

• Scrolling Maps 

• Simulates Eastern Front 1941-43 

• Retail Price only £7.95 

NEW!! 

DEATH IN THE SNOW 1812 

• Napoleon at Borodino 

• Sequel to Waterloo and Austerlitz (Crash Smash) 

• 1 player all graphic wargame 

• Features separate artillery units 

• Intelligent corps commanders etc 

• Retail Price only £7.95 

Available from all good software shops or direct by Post. 

Special Mail Order Offers (Spectrum) 

Waterloo £6.95 normally £9.95 
Austerlitz £9.95 + free game 
Overlords £5.00 + free game 

M C Lothlorien Ltd, Icon House, 381 Bury New Road, Prestwich, Manchester M25 5AW 061-773 1068 


Please send me: ___ 

I enclose a cheque/PO made payable to M C Lothlorien Ltd 

Please debit my Access/Visa No_ 

Signature __ 

Name __Address_ 

-—__Postcode_ 

M C LOTHLORIEN LTD. Icon House, 381 Bury New Road. Prestwich Manchester M25 5AW 
Tel: 061 773 1068 
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■ Mastertronic has launched a 
new software label, Bulldog. 
What it needs to do that for is 
far from clear especially since 
the games will be priced as 
usual at £1.99. Sounds like the 
old washing powder wheeze ~ 
by which you launch so many 
brands all the same that there’s 
no room for your competitors. 
And that’s worked so well for 
Firebird already hasn’t it... 
well akcheloi, er, no. It hasn’t. 
Anyhow Mastertronic wants 
us all to believe the titles will 
emphasise the excellence of the 
British software .industry. 
Blah! Blahl The first Best of 
British release is an aracade 
game, called Feud. Margaret 
Thatcher, take note 


■ Meepl Meep! US Gold is bout 
to produce an arcade game 
| round that impossibly daft car¬ 
toon character Road Runner. 
In there also will, natch, be his 
arch enemy Wily Cooyote. Could 
be brill but it’s unlikely to be a 
speedy release 

m Bubble Bus is converting its 
Commodore 64 (wash ma mouf 
art) release Skate Rock to the 
Spectrum. Yup, it’s skateboard¬ 
ing in the streets. Mind them 
cars, ramps, flags, posts and 
skiddy oil. Paperboy on a 
board. Hope it’s not a stiff 

■ Red Box has launched a 
warbling alarm add-on for its 
home security system. (At QJsg 
we always try to bring you the 
stories with the widest appeal) 

■ US Gold is launching a joys¬ 
tick in late spring. Actually it’s 
in a box. Ha blimmin’ ha. The 
stick is being produced by Bri¬ 
tannia Software, of Dempsey 
and Makepeace (and where’s 
that) fame. It’ll cost £14.95 
and it may even hear a resembl- 
enoe to Britannia’s own Phaser 
1 stick. Either way it should 
make US Gold’s games easier to 
play, especially World Cup 
Carnival (Hey, you guy’s at 
ESI Knock it Off. So it was a 
duffo prod release, but haven’t 
we paid our dues on that one?) 


■ Channel 4 has a lot to 
answer for. For a kick-off 
there’s American Football, 
without which we’d all think 
the fridge is where you find 
frozen peas. Anyway Nexus has 
the licence to produce a game 
around this year’s SuperBowl. 
The company’s taken a leaf out 
of Ocean’s book and will bring 
the game, called Super Sun¬ 
day, out in the summer. That’s, 
depending on your view, either 
eight months after this year’s 
SuperBowl or six months be¬ 
fore the next. 


SOFTWARE! 


m Elite’s 0.99 Classics label 
looks ready for the chop as the 
software royalty row between 
the budget label and Vortexand 
CP Software, (January |jpj 
gets sorted out. Vortex and CP 
had claimed that Foundry Busi¬ 
ness Systems, part of the Elite 
empire, hadn’t payed royalties 
for games on the 0.99 label. But 
the label has now been put on 
hold due to disappointing ini¬ 
tial sales. Chassis all mean 
Steve? 


M And speaking of Nexus, 
which I ’spose we were, the 
label is just about to knock out 
a mysterious little number cal¬ 
led Firestorm. It’s still top 
secret (yawn) but Ian Ellery, 
one of the guys at the company 
says it’ll be simply stunning. 
Like Nexus on the Spectrum, 
Ian? Cheap joke, but it’s worth 
a laff, innit? 
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UNDER 

RAPS! 


News date : February 


0 Greg Follis is preparing 

Heavy on the Magik II for 

summer release. It’s likely to 
include two modules, The Trials 
ofTherion and Tombs of Taro. 
Follis has changed the 
graphics layout of the game so 
that six rooms can be seen at 
any one time. You’ll be able to 
load in pre-generated 
characters and there’s talk of a 
two-player option 
0 Maz Spork (which can 't be 
his real name) is producing 
Chain Reaction for Durell. It 
uses 3D filmation-style 
graphics but contains a 
unique programming logic. 

All the bullets in the game — 
and there are mega-millions 
- are individually mapped 
0 Denton Designs has 
Mutants on its mind. The 
game includes icon selection, 

■ space ships and mazes and will 
be launched by Ocean in late 
spring 

0 Dominic Robinson and 
John Cummings are busy 
designing the follow-up to 
Hewson's Uridium. It won't 
continue the theme but will 
use advanced Uridium-style 
graphics. The game, which 
doesn't even have a name 
yet, will be a mega-blast. 
There'll be bubbling noises, 
gremlin-like monsters and 
a mechanised hero 
0 In-house programmers at 
Bubble Bus are planning a 3D 
arcade adventure called Fifth 
Quadrant. It stars Captain 
Slog who, with his crewmen - 
Clott, Knut and Bodd, must 
drive the evil Zimen off 
0 Access is converting Tenth 
Frame, the American 10-pin 
bowling simulation. It 
features League and 
Opening bowling and will be 
launched (rolled out?) by 
US Gold in late spring 
0 Delta 4, responsible for 
Colour of Magic and The 
Boggit, is producing a 
detective spoof for Piranha. So 
Fergus gets his wish. It’s not a 
licenced title, but will include 
characters who would look at 
home in books by Raymond 
Chandler or Mickey Spillane. 
And, as always, the humour is 
everything (or nothing 
depending on what you reckon 
to Fergus’ previous out¬ 
pourings) 

0 The team of in-house 
programmers at Ocean is 
producing Arcanoid, taken 
from the fabulous Konami 
coin-op. The game is played 
in a similar way to Breakout, 
with a bat and ball. OK, so it 
doesn't sound so fabulous so 
far, but the brick walls are 
strangely shaped and 
contain power pills which 
give a defence against the 
games monsters. 


Zammo! 


WTuocLii 


G lider Rider programmer John 
>Pickford is following up his 
smash title with a Grange Hill 

game! 

It’ll toe toased on the hit TV series and 
released at the end of Fetoruary on the 
same latoel as Glider Rider, Argus. 

The main character in the game is 
the school wide-tooy Hollo. He and his 
mate Gonch toreak into school after it’s 
closed to get toack a Walkman that’s 
been confiscated toy a teacher. 

The hi-fi belongs to his mum who 
needs it that evening (natch). 

And if he goes home without it he’ll 
toe in deep schtuck! 

Grange Hill is controlled via a menu 
system similar to Mastertronic’s 
Spellbound. Press Fire and a menu 
appears. Use the cursor keys to move 
arrow cursor over the options and 


press Fire again to select. Options 
include Pick-up, Drop and Speak. 

The school’s chock-full of characters 
to make Hollo’s life a pain in the 
blackboard. Teachers hunt him down. 
There’s the caretaker, Emelda the 
witch, and a drug pusher — if you speak 
to him you’ll have to start the game 
again (Wot’s this? A game with a 
message? Too right). 

The game’s been designed toy Colin 
Jones, who wrote Deus Ex Machina so 
you can expect it to toe very, well, 
wierd. And John Pickford, who also 
programmed Zub (see CodeTalk this 
Fill , page 67) is doing the coding so it 
looks like a top-flight effort all round. 
Surely it’s not going to toe a licencing 
deal prog that’s good to play as well? 
Whatever will they think of next? 

Although the BBC puts out the 
television series it’s had very little to 
do with the game. (Probably a good 
thing too, judging toy most of BBC Soft’s 
releases). 

Peter Holme at Argus divulges some 



























■ Ariolasoft lias screwed up 
somewhat and its big (?) new 
products missed the Christmas 
boom. It’s version of Marble 
Madness from the Atari coin- 
op - is still on the micro 
equivalent of the cutting room 
floor and the company has just 
admitted that initial stocks of 
They Stole A Million con 
tained a bug. Aaarghh! Hot A 
BUG! ’Fraid so chaps. The two 
games are likely to appear 
sometime this month... 


■ Gremlin Graphics (of 
Trailblazer, Avenger etc) is 
launching a new 'mid-price’ 
range of games between budget 
and full price. The first release 
will be West Bank at <£>4.99. 
The snag is it’s rehashed old 
stuff. The arcade shoot-the- 
baddies-behind-the-doors game 
was originally launched by 
Gremlin last year at <£>7.95. 


■ Haff link, I know, but early 
production versions of US 
Gold’s Gauntlet proved to be 
incompatible with the 128K+2 
which was a bit of a blow for a 
game already a mite tardy in its 
release. According to Richard 
Tidsall, the company’s market¬ 
ing manager, “We’ve had to re¬ 
master Gauntlet because the 
ISSK-fg’s cassette recorder 
couldn’t cope”. Some would say 
the problem lies with the azi¬ 
muth alignment of the new 
Spectrum which does not hand¬ 
le turbo-load programs very 
efficiently. Others, like Am- 
strad, would blame US Gold 
Who said Sugar is a sweetie, 
then? 


■ UB Gold has finally tied up 
the license for the coin-op Xn- 
dlanna Jones and of Temple 
Boom. Having announced the 
thing way back last Summer 
it’s good to know the lad’s in 
Brum can follow thru and 
actually sign up the things 
they’ve said they’ve signed up. 
The Spectrum version of the 
game is likely to appear in 
early autumn. Which is 
another way of saying it could 
be number one a year from 
now.,. who says this industry 
has no future? Yes, who does? 


■ US Gold has also gob(bl)ed 
up the rights to Metro Cross, 
a coin-op only just in the arca¬ 
des. It’s a jumping game with a 
pleathora of obstacles, includ¬ 
ing rolling Coke (sorry, Cola) 
cans 


* Micro Live , the BBC compu¬ 
ter series which covers de¬ 
velopments in the home and 
business micro scene, could be 
for the chop — and not a mo¬ 
ment too soon, in our view. The 
show’s future is 'tinder discus¬ 
sion’, according to a BBC spo¬ 
kesman and no future series 
has been planned. Time to put 
Lesley Judd on a farming prog¬ 
ram? 


■ Gargoyle, the heavy Heavy 
on the M&gick programming 
team, has caught the attention 
of Piranha The Trap Boor firm 
is mightily impressed with the 
work done by Gargoyle on 
Soooby Boo (for Elite), and so 
Gargoyle could be in the run¬ 
ning to produce one of nine 
new games by Piranha 


■ A Brigh t output facility on a 
monitor? They said it couldn’t 
be done, but Adapt Electronics 
has launched an RGB interface 
which will give that magic 
function on the 128K+2. The 
RGB costs £30.95 from Adapt 
Electronics, 20 Starling Close, 
Buckhurst Hill, Essex, IG9 8TH 


adopt electronic/ 

spectrum 128 bright 
module 


patent pending 
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Newsdate : February 


of the background info: “It’s based on a 
book After Hours written by the 
series’ creator Phil Redmond. 

“The BBC licences Grange Hill from 
Phil Redmond Enterprises and they’ve 
had strict control over the game’s plot. 
No doubt he’s reported back to the BBC 
but they’ve got no control over the 
project.” 

The anti-drugs theme — Just Say No — 
is a crucial element in the game but, 
according to Holme the subject’s 
treatment in the game was a matter of 
some debate. “The drugs theme runs 
through all the books, videos and 
albums generated from the series. It 
had to go in the game but we didn’t 
want to either make light of it or treat 
it in too heavy-handed a way.” Argus 
thinks the game’s coverage is just 
right. 

Grange Hill is being released on the 
show’s tenth anniversary in Feb. The 
new series is already on TV and 
another is due to start filming. 

No price has yet been fixed for the 
game, although Argus hopes to put it 
out at &8.95H 


TWTMTW 

THAT WAS THE 

MONTH THAT WAS 

W hat was what 

month that was? 
Boring!. 

Don’t these software 
houses know we’re all still 
here? 

It’s pretty annoying the 
way each year most of the 
best titles - all the big 
licences, film and coin-op 
converts, shoot ’em ups and 
adventures - get released in 
the few short weeks at the 
end of the year. 

This January is actually 
shaping up to be a bit better 
than usual but this issue still 
only has two Classic 
games - and both of those 
are for revamped old stuff. 

You’d think, too, that 
software houses would want 
to cash in on all the new 
owners who got 128K+2s for 
presents, wouldn’t you? 

Come on guys, the world 
doesn’t stop at Christmas! 

We all still go right on 
playing games. 


HJf] is planning a feature on 
independently produced micro 
magazines. If you, your friends 
or your school are writing and 
producing such a mag, send us 
a copy, together with a contact 
name and telephone number — 
And don’t delay 


G1-S 


ELEVATOR ACTION 


Send coupon to: Elevator 
Action Smash Offer, Argus 
Press Software, B+L Ltd, 
Units 1-2, Conlon Develop¬ 
ments, Watery Lane, Dar¬ 
win, Lancs, along with 
cheque/postal order pay¬ 
able to Argus Press Soft¬ 
ware for £7.45. Offer closes 
February 26, 1987. 
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BACKGROUND NOISE 


ackground Noise looks behind the top games of the 
■C moment and speaks to the programmers who sweated 
■V blood to produce them. Background Noise looks from 
the author's point of view — at the particular programming 
problems and the way they were solved 





A ll versions were written on a 
Pinnacle mini computer and 
then down-loaded to the target 
machine. This meant that the level 
maps were all available to everyone, 
for instance. The Pinnacle is extre¬ 
mely fast and contains two 68000 
processors running at 12 megahertz 



with several megabytes of memory! 
We have four terminals and a printer 
connected to the machine. 

We felt that rather than develop 
the Spectrum version first and then 
convert it to the Amstrad which 
most software houses seem to do, 
we would work the other way. The 
result has been that the Spectrum 
version of Gauntlet is more accu¬ 
rate than we originally thought it 
could be. Had we written this ver¬ 
sion first, we may have simply 
accepted the limitations we thought 
the machine imposed. 

As it now stands, the Spectrum is 
the fastest version of all and 
although the graphics are not as 
colourful as the Amstrad, its extra 
detail more than makes up for it. 

The sound effects and music on 
the 128K matches the Amstrad 
sounds exactly but there is the 
bonus of being able to use the 


GAUNTLET: A DIARY OF FI/fmtc 

K" BobTrt a " d P,ayS Gau "«et ^ 

Km T °" llemo pr °9 ram Atari 
Kev start on the title screen on the Atari 
Bob and Kev show Geoff Brown at us r n ih *h 
Talks with Ian Stewart of rlpIL r \ G ° d the resulting demo 
Gremlin and setting up a Birminuham h S Bheff,e,d about joining 
finishing the Eidolon b ' anch “ Bi " and T °"f are 
Geoff offers conversion jo”- “vot "e l« * VIT when ,inisl »> d - 
office in Birmingham organised MoJe intn “l* chanee - Small 
furniture, set up computers, pile un bov« in £? H,ce ~ arran 9e 
unpack Gauntlet machine , s . ,n ttle corner of the room, 

- drink Rndcof,ee “ 

Bob starts writing accu^e^vera7„J™ El"?? ,inished 
from the machine and starts qame oranhfrf *S"ii Ke i makes ske,ches 
starts writing sound effects* utiito a £ h cs ' 9| and Ton » arrive. Bill 
utility. Bill ports Atari uranhics ta I° ny s ? rts Amstrad graphics 
enhances graphics. Tony*devises roomTnm^ Ka> colou,s in an d 
writes editor. Bill breaks warriors joystick°Zhhr!»!! ,qchnique and 

assEsr- - 

Kev erases finished Amstrad title y scrol ' ,n 9 Being on C64. 
Centresoft’s new prendses aranneS T ~ kr f aks down - Mo * e >° 

array's" *• 

Porsche, Jaguar. Look for pub - T?‘ See Ferrari ’ 

pub. Bob goes to Olympia to fiv rmmH\ pub ' Look ,or ba n*< - find 
Bill gets company caTdrive Boh ,or PC * sh “"- 
again! Amstrad version finished? Amrtrl!! ny !? WOrk ~ never see " 
Spectrum - it works! Kev’f n.L - , a £ f 0 " 6 po . rted to the 
program fine-tuned. Bob answers Commit 9 ? pl " cs added and 
questionaire. Spectrum versT,Zs‘“ re Chris,mas 

Bob s comments printed - Rnh?i999 D -u j * 

Eidolon. Bill misquoted in C&VG unVirfp h and ., Tony » et P aid for 
blurred. L&VG ’ ups,de down > black and white and 

Tony starts MSX verson Xb'finfeTri p* 3 ** a " d White and b,urred - 
version. Bob finished Commodore version! 


speaker built into your television. 

Another advantage of the Pinna¬ 
cle for development has been with 
the sound effects. Bill’s unique 
sound routines are exceptionally 
efficient and use data which is 
compatible across all computers. 
Bob can download data into the 
Commodore and Tony can use the 
identical data on the Spectrum to 
create the same effect. 

The arcade machine has over one 
hundred different mazes. On top of 


SPECTRUM 16x14 




tftCADEi '** 24 


that. Some of the levels contain up 
to twenty exits from which the 
computer chooses one at random! 
All of our conversions have access 
to every one of these original levels. 

We have added our own devious 
mazes, however, and the Spectrum 
version now contains over five hun¬ 
dred levels. Over three thousand 
screens of fast action! 

The difficulty with the graphics 
has been cutting the figures down 
from a resolution of twenty-four by 
twenty-four pixels on the original, to 
sixteen by sixteen on the Spectrum, 
and eight by sixteen on the other 
machines. Obviously the animation 
on the Spectrum is twice as smooth 
as the other versions. The title 
screen posed most problems - it is 
so detailed that attribute clash is 
impossible to avoid. We nearly re¬ 
leased it in monchrome!■ 

Bob and Kev and Bill 
and Tony and Geoff 
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BARGAIN SOFTWARE: 



COMP HITS VOL 1 

Brian Jacks Superstar 
Chuckie Egg 
Jasper 

Project Future 
Overlords 
Wriggler 
Harrier Attack 
Braxx Bluff 
Skool Daze 
Sorcerer 


COMP HITS VOL 2 

Codename Mat 
Wizards Lair 
Technician Ted 
Mutant Monty 
Snooker 
Android 2 
On the Run 
Covenant 
Superpipeline 2 
Circus 


FIVE STAR 

Zoids 

Equinox 

3 Weeks in Paradise 
Back to Skool 
Spindizzy 


ONAMIS COIN OP HITS 

^ Green Beret 

k. Hypersorts 

Ping Pong 
Yie Ar Kung Fu 
Mikie 


SOLD A MILLION II 

Bruce Lee 
► Match Point 

Match Day 
Knight Lore 


SOLD A MILLION I 

Daley’s Decathlon 
Beach Head 
Sabre Wulf 
Jet Set Willy 


SOLD A MILLION 3 

Ghost Busters 
Kung Fu Master 
Fighter Pilot 
Rambo 


DURRELL BIG 4 

Saboteur 
Turbo Esprit 
Combat Lynx 
Critical Mass 


NOW GAMES I 

Lords of Midnight 
Brian Bloodaxe 
Strangleloop 
Pyjamarama 
Arabian Nights 
Falcon Patrol II 


NOW GAMES II 

Air Wolf 
Chuckie Egg II 
Tir Na Nog 
Cauldron 
World Cup 


NOW GAMES III 

Nick Faldon’s Golf 
Sorcery 

Codename Mat II 
Everyone’s a Wally 
A View to a Kill 


BEST OF BEYOND 

Sorderons Shadow 
Enigma Force 
Doomdarks Revenge 
Shadowfire 


SPORTS PACK 

Snooker 

Darts 

World Cup 

Olympics (14 events) 
Golf 

Derby Day 


j GAMES PACK 

View to a Kill 
Codename Mat II 
Friday 13th 
Test Match 
Pyramid 

Beacky & the Egg Snatchers 


HIT PACK 

Airwolf 
Commando 
Bombjack 
Frank Brunos 


CRASH SMASHES II 

Monty on the Run 
Sweevos World 
Starquake 
Bounder 


Dept.SU6, Unit 1; 1 Esmond Road; London W4 1JG 


PRICE PROMISE 

If you wish to purchase any product from our list and 
find that you can buy the same product cheaper from 
another mail order company, simply enclose the lower 
amount, stating the name of the other company and 
where you saw the advert. (It must be a current issue). 
Price Promise does not apply to other companies 
' Special Offers”. 


Rec OUR 

poire poire 

NIGHTMARE RALLY 7.95 5.90 

JUDGE DREDO 8.95 6.70 

DYNAMITE DAN II 7.95 5.90 

DAN DARE 9.95 6.99 

BACK TO SKOOL 6.95 5.20 

MAG MAX 7.95 5.90 

GALVAN 7.95 5.90 

GAUNTLET 8.95 6.70 

XEVI0US 7.99 5.95 

C0P0UT 8.95 6.70 

MARBLE MADNESS 8.95 6.70 

FOOTBALLER MANAGER 8.95 6.50 

ALIENS 9.95 7.45 

HYPABALL 9.95 7.45 

MONOPOLY 9.95 7.45 

SCRABBLE 9.95 7.45 

CLUED0 9.95 7.45 

TOMAHAWK 9.95 7.45 

SIGMA 7 9.95 7.45 

SAMURAI 7.95 5.90 

IKARI WARRIORS 8.95 6.70 

CYBORG 9.95 7.45 

SILENT SERVICE 8.95 6.70 

DANDY 7.95 5.90 

STRIKE FORCE HARRIER 9.95 7.45 

C0NQUESTA00R 7.95 5.90 

LAW OF THE WEST 7.95 5.90 

PSI.5 TRADING COMPANY 7.95 5.90 

nR UfUAT 7 QK e on 

SACRED ARMOUR OF ANTIRIAD 8^95 6J0 

COMMANDO 86 7.95 5.90 

BAZOOKA BILL 8.95 6.70 

PRESIDENT 8.99 6.70 

ACR0JET 9.95 7.45 

KONAMI’S TENNIS 7.95 5.90 

ANY MASTERTR0NIC 1.99 1.99 

ANY MASTERTR0NIC 2.99 2.99 

★ ★★★★★★★★WINTER BARGAINS^ ★★★★★★ 

★ QUICKSH0TII 9.95 5.99 

* TWISTER 7.50 3.99 

* INTERNATIONAL KARATE 7.95 3.99 

X TAUCETI 9.95 4.99 

* WORLD CUP FOOTBALL 7.95 2.99 

i PYRACUSE 9.95 4.99 

I QUAZATR0N 8.95 4.99 

★ FIGHTING WARRIOR 8.95 3.99 

* XCEL 7.95 1.50 

X M00NCRESTA 7.95 3.99 

X SNOOKER 7.95 2.99 

★ GALAXIAN 7.95 2.99 

X DAMBUSTERS 9.95 3.99 

X SUPERBOWL 9.95 6.99 

★ NEX0R 7.95 4.25 

* REBEL PLANET 9.95 5.50 

I REVOLUTION 8.95 4.50 

★ MS PACMAN 7.95 2.99 

* POLE POSITION 7.99 2.99 

I DEFENDA 7.95 2.99 

X PROJECT FUTURE 8.95 3.99 

★ STARI0N 8.95 3.99 

* ★★★★★★★★ * While stocks last +★★★★★★★ 


SUPER SOCCER 

FOOTBALLER OF THE YEAR 

GREAT ESCAPE 

STAR GLIDER 

SKY RUNNER 

COBRA 

DONKEY KONG 
DEEP STRIKE 
URIDIUM 
DRUID 

ACADEMY (TAU CETIII) 
DRAGONS LAIR PART II 
JAIL BREAK 
TRAP DOOR 
LEGEND OF KAGE 
SCALEXTRIC 
AVENGER 
PAPERBOY 
FIREL0RD 

FATW0RM BLOWS A SPARKY 

N0SFERATU 

DEFC0M 

CONTACT SAM CRUISE 
ROGUE TROOPER 
SHADOW SKIMMER 
HANDBALL MARAD0NNA 
CITY SLICKER 
DOUBLE TAKE 
YIE AR KUNG FU II 
TOP GUN 
FAIRLIGHT II 
KONAMI’S GOLF 
LAST NINJA 
TERRA CRESTA 
THANAT0SS 
SHA0LINS ROAD 
TRIVIAL PURSUITS 
ELITE 
ACE 

STRIKEF0RCE COBRA 

MASTERS OF THE UNIVERSE 

SUPERCYCLE 

LIGHTF0RCE 

SHOCKWAY RIDER 

THEY STOLE A MILLION 

SC00BY 000 

1942 

WAR 

TARZAN 

UCHI MATA 

FIST II 

LEADERB0ARD 

BIG TROUBLE IN LITTLE CHINA 
HOWARD THE DUCK 
BOMB JACK II 
COMMANDO 86 
BREAKTHRU 
SPACE HARRIER 
DARK SCEPTRE 
WORLD GAMES 


K 


BARGAIN SOFTWARE ORDER FORM 

Please send me the following titles. BLOCK capitals please! 




Title:— 

Amount 











Total Enclosed £ 




Name 

Address 


Tel. No. 


Please make cheques or postal orders payable to BARGAIN SOFTWARE. 
Prices include P&P within the U.K: Europe please add £0.75 per tape: 
Elsewhere please add £1.00 extra per tape 


laira 
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COMPETITION 

WINNERS 



Quackers!Duck 


D ucks. Remember the Duck 
competition? We thought it 
was probably the most stupid 
competition we'd ever done. I 
mean really, a duck poster and a 
duck game. 

An' you loved it. The 
Incredible Duck Competition 
was the most successful 
competition we've ever had. 

Was this because it was easy? 
Are you all big duck fans? The 
EMAP New Projects Division is 
already talking about a Ducks 
and Ducking magazine on the 
strength of it. 

Anyway, the answers were: 

1) Donald Duck 

2) Dave Dee Dozey Beaky Mick 
and Titch 

3) Duck Soup 
4( Duck Low Bridge 
5) Playing Ducks and Drakes. 
Thousands of people got it right 
- mainly because it wasn't that 
difficult. Those who entered 
and got it wrong - and there 
were a few - looked a bit of a 
spare duck at a . . . how does 
the joke go? But I digress - the 
ones who actually came out of 
the magic sack were: 

Duck poster and game - 20 winners 
Shane Evans, Port Talbort, West 
Galmorgan. Adam Cooper, 
Daventry, North Hants. Danny 
Morrison, Thamesmead, London. 
Zoie Ann Gritt, St Leonards, East 
Sussex. Stuart Morris, Thundersley, 
Benfleet, Essex. Jason Prosser, 
Chelmsleywood, Birmingham. Mark 
Williams, Sychdyn, Nr Mold, Clwyd. 
Ben Shrimpton, Wallington, Surrey. 
J Lopez Egea, Hove, Sussex. Mr S 
Parks, Kingsnorth, Ashford, Kent. 
James Chappel, Bexhill-on-Sea, 

East Sussex. Darren Kay, Cranfield, 
Beds, richard Davenport, 
Gawsworth, Macclesfield. Mark 
Brimson, Downend, Bristol. John 
Piper, Camberley, Surrey. Ian 
Gladden, West Derby, Liverpool. 
Steven Smith, Derby. Russel Smith, 
Chelmsford, Essex. Philip MaCleod, 
Thetford, Norfolk. Steven Bailey, 
Newcastle, Staffs. 

Duck posters - 70 winners 
Robert Herridge, Nr Bideford, North 
Devon. Anthony Hull, Rosendale, 
Lancs. Steven Aubrey, Midlothan, 
Scotland. Sheldon Smith, 
Lowestoft, Suffolk. Ronald Moore, 
Bathgate, Scott Graham, Newbie, 
Annan. Steven Bothwell, 
Coatbridge, Strathclyde. Mark 
Parry, St Mellons, Cardiff. John 
Moore, London, SW19. Steven 
Foster, Warrington, Cheshire. 



Nicholas Henstock, Rotherham, 
South Yorkshire. Paul Yeomans, 
Acomb, York. Darren Edwards, 
Henley-on-Thames, Oxon. Mark 
Richardson, Orchard Park Estate, 
Hull. Alan Murray, Prescot, 
Merseyside. Steven Payne, Balsall 
Common, Coventry. Brian Murrall, 
Chemsleywood, Birmingham. Paul 
Williams, Thornbury, Nr Bristol. 
David Fright, Edmonton, N9. John 
Shayler, Watford, Herts. N Churchill, 
Buckhurst Hill, Essex. Derek 
Jenkins, Llanishen, Cardiff. M 
Gooulez, Camberley, Surrey, richard 
Lake, Whetstone, London. Marcus 
Bowman, Wellington, Somerset. 
Mark Balsom, Richmond, North 
Yorks. Paul Wakelin, Mountsorrel, 
Leics. Darren Hornby, Northwich, 
Ches. Nicola Marks, Harrow Weald, 
Harrow. Darren Taylor, Lewisham, 
London. James Atkinson, 
Launceston, Cornwall. A Thorpe, 
Seaham, Co Durham. Stephen 
Christie, Glasgow. Paul Hutchinson, 
Thornaby, Cleveland. Trevor 
Williams, Farnham, Surrey. Chris 
White, Ashford, Middlesex. Philip 
Mortand, Darlington, Co Durham. 
Michael Stirling, West Ferry, 
Dundee. John Kemp, Caistor, 
Lincolnshire. Andrew Hollis, 
Chesterfield, Derbyshire. R Slater, 
Maidstone, Kent. Paul & Matthew 
Oakes, Fixby, Huddersfield. Stuart 
Elliot, St Collumb, Cornwall, Daniel 
Burd, Denmead, Portsmouth. 
Steven Hyde, Warwick, 
Warwickshire. Christopher 
Hubbard, Romford, Essex. Jonathan 
Perry, Toddington, Beds. Andrew 
Norton, High Wycombe, Bucks. 
Andrew Myers, Heaton Chapel, 
Stockport. Miss E M Dron, Sutton, 


Compo 

Surrey. S. Bowman, Kings Lynn, 
Norfolk. D. Woodward, Stubbington 
Fareham, Hants, Christopher Penn, 
Canvey Island, Essex, R Abbott, 
North End Portsmouth, Hants. 
Darren Martin, Sutton Coldfield, W. 
Midlands. A Stanley, Hamworthy, 
Poole, Dorset. Richard Callen, 
Lawrence Weston, Bristol. David 
Parry, Knotty Ash, Liverpool. Darren 
Storrie, Wandsworth, London. 
Lawrence Martin, Haverhill, Suffolk. 
Phillip Cowan, Sacriston, Durham. 
Stuart Garland, Kingswood, Bristol. 
Ian Bridger, Eltham, London. Mark 
Wilkinson, Rainhill, Merseyside. 
Keith Hughes, Cheltenham, 
Gloucestershire. Harry Maton, 
Croydon, Surrey. Stephen Barker, 
Fenton, S-O-T, Staffs. Andrew 
Spalding, Bedford, Beds. Neil 
Shukia, Edenthorpe, Doncaster. 
David Butler, Monkstown, 
Newtonabbey. 



^His golden prize 


Terribly 

Trivial 

y r ou may remember 
the excruitiatingly 
hard Trivial Pursuit 
competition which 
appeared in this magazine 
a couple of months back. 
The winner was Alan 
Choo-Kang and he became 
our representative in the 
Trivial Pursuit knock-out 
competition to win a solid 
gold (gasp gasp) Trivial 
Pursuit set. 

There were twelve 
contestents each 
representing a different 
mag and we didn’t win. 
But hold hard there ; stay 
those tears. Alan Choo 
Kang did brilliant\ 
becoming the youngest 



^Alan Choo-kang 


^The poly man 


contestant in the final (17) 
and only eventually being 
pipped to the post by a 
polytechnic lecturer of 
middling years with a 
serious beard. 

Alan won a regular 
Trivial Pursuit Genus II 
set and gets our warmest 
congratulations for doing 
so well. 


Colossal 

Colossus 

C learly the Chess competition 
was not as easy as the Duck 
compo and a surprising number 
of people entered and got it 
wrong. The phrase that wasn't 
really a chess term was Knight's 
Leap, as in: "I haven't had a 
good Knight's Leap in ages". 

Some people didn't spot it. 
Dumb. 

The overall winner who gets 
the chess computer is Sheldon 
smith of Lowestoft, Suffolk who 
gets a Chess Computer. The ten 
others who get copies of CDS's 
Colossus 4 Chess Program are: 
John Corr, Feltham, Middx. James 
Prouten, Jersey, Cl. T V raven, Pen- 
Y-Fan, Llanelli, Dyfed. D J Firman, 
North Harrow, Middx. George 
Taylor, Halifax, W. Yorks. Rod Shaw, 
Lodge Lane, Nailsea, Avon. Patrick 
Kelly, Clapham South, London. 
Andrew Miskin, Old Portsmouth, 
Hants, william Wallace, Burntisland, 
Fife Scotland. Terry Hunt, 
Fannington, Bridgewater, 

Somerset. 


H 


22 


SINCLAIR USER FEBRUARY 1987 





























1 ™ i 




COHVCRSIOVI 

I ® V 
C] pEC'Ge I 
p0ci(?tfejocJEJ 

I iLFlYEfi 
leBBElEBl-Eli 


PLRYER E ' 

bbbbeibbb 


W hen you take away the 
awesome graphics 
from Xevious you're 
left with a pretty average sort of 
game. 

So it goes. In the arcades 
Xevious looked astonishing. 
Spaceships looked really 
metallic and the landscape 
looked like it was real. 

What can you expect from the 
Spectrum version? It's two- 
colour, green and black, and 
some of the background 
features lack detail. For 
example, the Xevious 'roads' 
are reduced to lines making 
them considerably less 
impressive than in the original. 

There are some positive trade 
offs for some of these 
compromises however. No 
attribute clash, obviously, and a 
fair degree of detail in the 
spacecraft and some of the 'set 
piece' background sections. 

Clever use of shading gives 
some of the sprites in Xevious 
a solid look too, an illusion of 




AllCADE 




REVIEW 


fact s box 

/C~good~shoot~ym~ u P 
and a reasonab/e con- 
version of an arcade 
classic. A definite maybe 
for jo ystick junkies _ 

XEVIOUS 
Label: US Gold 
Author: Probe Software 
Price: £9.95 

|oyStiCkS '' Aftk71?8K 
Memory: 48K/128K 


Reviewer: 




3D. They may not actually look 
like metal as in the original but 
they look more substantial than 
with most similar games. 


As a game Xevious follows a 
classic pattern. It scrolls top to 
bottom with waves of aliens to 
be blasted or avoided, getting 
I ever more vicious and ever 

HINTS AND TIPS 

• Learn the layout of the gun 
emplacements and line your 
ship up, in advance, with one in 
turn 

• Always try to destroy 
emplacements. Start firing the 
moment you see one, 
otherwise your chances of 
getting past without 
destorying it are pretty low 

• Even if you have passed an 
emplacement keep your eyes 
open - they frequently lob a 
last bomb straight at you 

• Learn the patterns of the 
alien ships. The disc-shaped 
ones, for example, move in a 
fairly simple zig-zag that is 
relatively easy to aviod if you 
are prepared 

• Fire continuously! 

• Don't stay on the bottom of 
the screen. You may get 
trapped. Instead, give yourself 
plenty of room for movement 


more erratic in their movement 
as you penetrate deeper into 
the game. There are ground 
bases you can destroy with 
difficulty - they lob bombs in 
your general direction - and 
finally there's a mothership you 
destroy only by hitting it in one 
specific spot (in this case the 
central reactor). 

You must have heard this one 
before. Apart from anything 
else 90 percent of Lightforce 
follows this formula. 

Mainly it's about stabbing 
away at the joystick and 
watching out for stray bombs. 

There are some definite 
techniques you ca4i learn to 
help you survive longer. After a 
half hour's play I just managed 
to creep on to the bottom of the 
high scores board. 

So what do I think of 
Xevious? I think it's a better 
than average shoot 'em up and 
as a conversion it's pretty good. 

I'd like to have seen what 
Faster Than light would have 
done with it though* 


STAR 


All software reviews carry a 
star rating, the basis of 
which 

is value for money 
programming, graphics, 
speed, speech and sound 
presentation and 
addictiveness 


★ ★★★★ 

Solid gold. Buy it 


★★★★☆ 

Well worth 
the folding stuff 


Pretty average 


TOOLKIT 


A KC AIMS 




ISTRATEGY 
1 siMiivnov 


ADVENTURE! 

I 


Very poor. Probably 
over-priced too 

★☆☆☆☆ 

A total rip-off. 
Complain loudly 


WORK-OUT I 


REVIEW REVIEW ~ REVIEW ” REVIEW* REVIEW 

E ach review carries an icon which shows the type 
of software. 

Arcade is for animated games, which in general, 
reduce the life span of your joysticks. 

Toolkit covers programming utilities which 
Improve the quality of home-made software or 
packages which make machine code easier to write. 

Work Out, software which can be used in the 
home, such as car maintenance or home finance. 

Strategy and Simulation are games where 
thought, planning and judgement are the principle 
skills required. 

Adventure includes either graphic or text 
adventures. 
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Dund a bomb • could be useful for 
•lowing away the steel bars which 
lock your path • Your markers are 
hown on the control panel 


HIVE 


6 DM 


FACTS BOX 


Technically brilliant 3D 
game. But the strongly 
map based game pi ay 
may not be to every¬ 
one's taste. 


THE HIVE 
Label: Firebird 
Authors: Torus 
Price: £9.95 
Memory: 48K/128K 
Joysticks: various 


Reviewer: 


L. 




★ ★★★★ 
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F abulous real-time 

graphics, a funky three- 
channel soundtrack and 
seat-of-the-pants action. Yes, 
Ocean has brought out yet 
another licensed game with 
none of these features. 

The film from which the game 
of Top Gun was spawned relied 
on stunningly photographed 
dog fights between two FI4 
Tomcat jet fighters but Ocean 
hasn't even tried to recapture 
the excitement in its game 
graphics, which are almost non¬ 
existent. 

Combat conveniently takes 
place at night, giving Ocean an 
excuse for black background on 
both cockpit views, a dotted line 
for the horizon and an 
occasional 3D vector graphics 
glance of your opponent. 

What you get is a split screen 
showing two cockpit windows. 
The left window is yours and 
the right is used either by the 
computer's pilot - fairly 
unintelligent - or by a second 
human player using a dual 
joystick port. Read-outs show 
the position of the enemy, 
altitude, air speed and cannon 
temperature. 

The result isn't exactly awe¬ 
inspiring. No doubt the 
programmers would argue that 
the lack of graphics speed is a 
result of animating windows. 
Sorry lads, that won't wash, not 
when we've seen thelikes of 
Scalectric (also this QQ) which 
uses a split-screen and full- 
colour graphics. 

The gun sight in the middle of 
each cockpit window shows 
what type of weapons system is 


1 ui t 1 


k 2 


in operation. The cross hairs 
show that the machine gun - an 
ineffective weapon - is in 
operation. Side-winder missiles 
are targetted through a large 
block cursor. Get you opponent 
in the sights for longer than 
three secs and a missile is 
launched. 

Ocean's Side-winders are 
strange objects. I hadn't 
realised that air turbulance, 
even at 10,000 feet, could make 


FACTS BOX 


Ocean fails to realise the 
potential of another 
potentially terrific plot. 
Dull graphics and very 
little depth. 


TOP GUN 
Label: Ocean 
Price: £7.95 
Memory: 48K/128K 


Reviewer: 




a rocket wriggle like a worm. 
The Side-winders flex in the 
middle as they jerk towards a 
target. They're heat seeking so 
an explosion is guaranteed. 
Unfortunately, it's not much 
cop when it happens. Just a 
Batman-style prickly bubble 
which wobbles across the 
screen. 

The score screen, at the back¬ 
end of the game, continues Top 
Gun's far from racey pace. It's 
marked like a WWII score 
'downs' card with the number 
of lives remaining pictured in 
'plane outlines and a similar 
display for the number of 
aircraft you've potted. 

Top Gun is a difficult game to 
get into but, once you find that 
your jet's got missiles, there's 
no looking back. Just select the 
Side-winder sights, bring the 
enemy into range - a simple 
matter with the radar - fire, and 
keep the enemy in the sights for 
three seconds. Then destruction 
is assured. 

It's difficult to classify Top 
Gun. It doesn't make it as a jet 
simulation. On the other hand 
it's not an arcade game either - 
there's not enough action. 

In fact it's pretty dull all 
round* 
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Crime Is a disease. He’s the cure 













THE SINCLAIR 
COMPUTER CLUB 


jO\NNO>N 

gsss* 

GET 


★ EXCLUSIVE MEMBERS ONLY OFFERS 

■k FREE MONTHLY MAGAZINE. 

★ SPECIAL MEMBER DISCOUNTS 

k CLUB NEWSLETTER . 

k CLUB MEETINGS IN YOUR. 

★ COMPETITIONS - PROFIT FROM YOUR 
SKILL 

AND MUCH. MUCH ,. MORE 


ONLY 

£14.95 

S J/E4« 

%???/> 

c °Wo/v T g f 

EASIER 
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YOU'VE READ THE REVIEWS ■ HERE ARE THE GAMES 



List 

Special 

Members 

GAMES 

Price 

Price 

Shaolin's Road . 

. £7.95 

□ £6.35 

Elite . 

. £14.95 

□ £11.70 

Silent Service . 

. £9.95 

□ £8.45 

1942 . 

. £7.95 

□ £6.35 

TT Racer . 

.... £9.95 

□ £8.45 

Paper Boy . 

.... £7.95 

□ £6.35 

Ace . 

.... £9.95 

□ £8.45 

They Sold a Million III . 

.... £9.95 

□ £8.45 

ScoobyDoo . 

.... £7.95 

□ £6.35 

Dandy .. 

.... £7.95 

□ £6.35 

Jewel of Darkness . 

.... £14.95 

□ £11.70 

Theatre Europe . 

.... £9.95 

□ £8.45 

Infiltrator . 

.... £9.95 

□ £8.45 

Hardball . 

.... £8.95 

□ £7.20 

r Frank Bruno (Boxing) .... 



Hit Pack J Commando . 

(4 Games) 1 Airwolf . 

” £9.95 

n £8.45 

Bomb Jack . 




□ 


□ 


□ 


□ 


Super Soccer . £7.95 

Cobra . £7.95 

Starglider. £14.95 

Vulcan . £9.95 

Footballer of the Year . £7.95 

Space Hammer. £7.95 

Coin-op Hits. £9.95 

Contact Sam Cruise . £7.95 

Academy. £8.95 

Nosferatu . £9.95 

Battle of Britain . £9.95 

Trivial Pursuits . £14.95 

Gauntlett . £8.95 

Masters of the Universe . £8.95 

Supercycle . £7.95 

Aliens . £9.95 

Avenger . £9.95 

Jailbreak . £8.95 

Scalextric . £9,95 

Xeno. £7.95 


□ £6.35 □ 

□ £6.35 □ 

□ £11.95 □ 

□ £8.45 □ 

□ £6.35 □ 
£6.35 □ 
£8.45 □ 
£6.35 □ 
£7.20 □ 
£8.45 □ 
£8.45 □ 

□ £11.70 □ 

□ £7.20 □ 
£7.20 □ 
£6.35 □ 
£8.45 □ 
£8.45 □ 
£7.20 □ 
£8.45 □ 
£6.35 □ 


TO JOIN 

Simply.... 

complete the box opposite and post it to: 

SINCLAIR COMPUTER CLUB 
P.O. Box 52, Sunderland, 

Tyne & Wear. SRI 3QE 
OR Phone the Order Action Line 

( 0783)658116 


ACCESS □ 


I Use Access here I 


VISA □ 



Please send me details of the Sinclair Computer Club [ 

I would like to join the Sinclair Computer Club, I have chosen the games marked above. [ 

JJJ i iiiiiiiiiiii i i i i i i i i i i i i i i i i i 
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I I I I I I I I I I I I I I I i I I I I I 


J-.LI I I I I I I I I I I I I i l l I I I 


I L 


I I I 1 I I I I I I I 1 I I I l I i I I I 


POSTCODE 


1 I I I I I I 


My Visa/Access No. is 


l I I I I .. i l I I I 


I enclose my cheque for £ 
Games 

My computer is . 


SUD 








































































































































































OF THE UNF 


sword is energised, and 
suddenly capable of firing an 
energy bolt at any passing 
monster he cares to blast 
To get into the castle He-Man 
races across the jerkily 
animated screens (shame about 
that), jumps over two laser 
barriers and collects a key. Each 
castle room has a different and 
more cunningly difficult 
arrangement of levels, large 
sprites and green, mossy, walls. 


are full colour and He-Man is 
smoothly animated, US Gold 
has choosen to combat colour 
clash by building a large black 
rectangle around his lithe, 
yellow, outline. It moves with 
the figure blotting out trees 
wails and laser beams as it 
goes. Similar to the black 
'shadow' outlines round the 
figures in Dark Sceptre but 
nowhere near as subtle. I'm 
afraid I found It hugely 
distracting and very irritating. 

He-Man's quest starts in the 
everglades outside the laser 
barrier set up by Skeletor to 
protect castle Greyskull. You 
start the game with only one 
method of attack: a slashing 
stroke with your power sword. 
Hold the Fire button down to 
bring the sword into the strike 
position and release it to attack. 

Alternatively, you can guide 
He-Man to one of the many 
power puddles scattered 
around the everglades and 
castle. Step on them and his 


i" ternia, a land of high 
fantasy, has been 
L> enslaved by the skull- 
faced warlord Skeletor and his 
hoardes of monsterous misfits. 

Castle Greyskull has been 
captured, the good Scorceress 
banished, and Orko trapped 
within the castle by his own 
Imprison'spell. 

Any of this mean anything to 
you? Yep. it's all got something 
to do with the mega-popular * 
1TV cartoon adventure series 
He-Man and the Masters of the 
Universe. First a cartoon film, 
now a US Gold game. 

You guide He-Man through a 
Jet Set Willy inspired 
landscape of platforms and 
mossy walls. There's screen 
upon screen with the added 
action of some combat. Find 
your way into the castle and 
find the ingredients of a spell 
which Orko can cast once he's 
been released. 

Sounds good so far. Pity, 
really. While the backgrounds 


It's big, colourful and 
complex , some of the 
puzzles take some 
thought but the graphics 
are really naff 


HE-MAN AND THE 
MASTERS OF THE 
UNIVERSE 
Label: US Gold 
Price: £7.95 
Memory: 48K/128K 
joystick: various 


protective shield and it's start 
again time - just like life, really. 

The ingredients you need for 
the spell, which will turn the 
Sword of Power into an Atom 
Smasher capable of destroying 
Skeletor, are mostly found 
within Castle Greyskull. 

There are six objects to 
collect, including an orchid and 
a bottle of spice. Each one is 
stored in a specimen jar on the 
status screen when it's picked 
up. Once you've found Orko he 


Reviewer: 


He-Man'a adversaries are a 
mixture of fantasy figures, most 
of them Skeletor clones, and 
laser firing robots. One blast 
from the power sword is 
enough to dispel them, but each 
time they hit He-Man with their 


' SWO'RB SZXZUS 
SKULLS CJtACKEt 

mrons zjl worn 


Conveyor-belt blast 'em 
up arcade conversion. 
Not bad , but not really 
exceptional either. Its 
strength is it's a toughy 


TERRA CRESTA 
Label: Imagine 
Author: in-house 
Price: £7.95 
Memory: 48K/128K 
joysticks: various 


T erra Cresta is one of a crop 
of arcade conversions that 
have cropped up recently. 
It's getting difficult to tell 
them apart. Playing Terra 
Cresta, for example, is more or 
less the same experience as 
playing Xevious. 

It features a predominantly 
yellow background, the sprites 
are pretty smooth and the 
whole thing is quite detailed. 

And, actually, there are few 
reasons to choose this one over 

FACTS BOX 




Xevious (see page 23). 

The idea is to fly along killing 
things. Now I know this doesn't 
sound all that novel and quite 
honestly it isn't easy to find 


anything very original to say 
about the concept. 

But the one thing Terra Cresta 
\ does have going for it is it's 


extremely difficult. Not only are 
there waves and waves of 












































power and send him back to the 
evil caverns under Snake 
Mountain. 

The very obvious graphics 
problems within He-Man and 
the Universe are mostly off-set 
by the large number of quite 
difficult problems in the game. 

But it's unlikely to suit you if 
you don't know He-Man from 
Prince Adam. If, you're a fan 
though you'll be able to add it to 
the rest of your He-Man gear, 
the videos, soundtracks, 
posters, soldiers, comics and 
books. . .■ 


aliens which swoop down on 
you lobbing air mines at odd 
angles, but some of the aliens 
venture back on to the screen 
from below, just when you think 
you've got past them. 

There is slightly more to it 
than continually prodding your 
Fire button. The main feature of 
the game is the way you can 
build up your ship by blasting 
numbered silos. At each one 
you can add something to your 
ship. When, finally, your ship is 
completely assembled you get 
a crack at a robot which appears 
after each pass of the planet 
surface. 

By the third pass only your 
ship in ultimate souped-up form 
can handle it. Lest this sounds 
like a complex element in the 
game, it isn't really: it still all 
comes down to blasting. 

Graphics are fair, sound is the 
usual pseudo two-channel 
wobbly stuff and I guess if 
you're a big fan of the arcade 
machine you'll be pleased. I 
didn't actually dislike it and 
maybe I'd have been more 
enthusiastic if I hadn't seen 
Lightforce and Xevious first. It's 
certainly very hard indeed but 
somehow I couldn't get very 
enthusiastic about it! 


FACTS BOX 

Conversion from the little 
known Taito coin-up 
turns out much better 
than expected. The play is 
pretty compulsive 


ELEVATOR 
ACTION 
Label: Qucksilva 
Price: £7.95 
Memory: 48K/128K 
Joystick: various 


Reviewer: 




U nless I'm mistaken this is 
Quicksilva's first coin-op 
conversion. 

It's taken from a Taito 


machine called Elevator Action 
which, though not particularly 
well known, is an addictive 
platforms thing. 



REVIEW 


Use the elevators of the title 
to explore the levels of the 
enemy headquarters in search 
of secret documents. Each floor 
is protected by an enemy agent 
dressed in a blue mac and felt 
hat and you, as agent Otto, have 
to dispose of them with a gun or 
karate kick while they 
continuously fire their machine 
guns. Lots of jumping and 
ducking is indicated. 

The elevators come and go 
and seem to have minds of their 
own but, once you've got Otto 
into one you can move it up 
and down under joystick 
control. Otto's movements in 
the lift are limited. He can only 
move from side to side and fire 
his gun. Meanwhile, the enemy 
agents fire across the lift shaft 
and anything that gets in the 
way of the line of bullets is cut 
in half. 

Otto's own gun has two 
effects while he's in the 
elevator. If you keep your finger 
on the Fire button he'll mow 
down any enemy agents and, if 
you're lucky, knock out the 
building's lights. For the few 
moments that all the lights are 
out you have the opportunity to 
travel down a few extra floors in 
search of doors. 

When you find a floor with a 
red door stop the lift and take 
Otto to the door handle and 
press down on the joystick. He'll 
slip into the room, nick the 
papers and leave. Then it's off 
to other floors and other doors. 

The lower levels of the HQ 
contain stairways and the most 
perverse layout of elevators I've 
ever seen. Otto will scoot up or 
down stairs at your joystick's 
command. He can also hold one 
lift on a floor and step off it on 
to another lift but you'll have to 
keep the stick down or Otto'll 
slide back upthe building again. 

Your score and the number of 
papers you find are the most 
important factors in playing 
Elevator Action. You score 100 
points for each enemy agent 
you cut down, 150 for each set 
of papers you steal and 200 for 
every light you blow out. 

It's funny. The game is so 
simple, but slipping from 
elevator to elevator, snuffing 
out the bad guys and shooting 
out the lights combine to make 
a pretty compulsive little 
joystick jerker. The graphics 
aren't the hottest I've seen but 
there's almost no visible colour 
clash, and the scrolling's 
smooth and fast. 

I liked itB 
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track-laying arrow to where you 
want to place the starting gate, 
then select a horizontal (across 
the screen) or vertical (up the 
screen) position. 

There are 15 types of track 
section including four types of 
curve just like the real thing: 
outer, standard, inner and 
banked. 

Once you're happy with a 
circuit design you can save it to 
tape. 

If, however, you don't want 
all that creative bother you can 
load in one of the 17 authentic 
Formula One circuits included 
in the package. Silverstone and 
Brands Hatch are available for 
your personal races but, if you 
want to go further afield, you 
can try Rio Brazil, Imola and 
Monaco among many others. 

Either way, once the circuit is 
fixed the race proper begins. 


S calectric. Remember 

those toy slot-car racing 
sets a few years back? 
The set-up is expensive but 
Leisure Genius has hit upon an 
inexpensive alternative. It's a 
kind of Pole Position 
construction set! Design a track, 
then take on a friend or the 
computer to see who will be 
first around its straights, curves 
and chicanes. 

The circuit design phase is 
neatly icon-controlled. Set the 


you'll spin off at over 50. 

Bumping against the grassy 
edge of the track slows you 
down and gives your opponent 
a chance to scrape past 
especially if you are on the hard 
option of the three play levels. 
The chicanes are the trickiest. 
The track narrows, so only one 
car can pass at a time. If you're 
overtaking your rival at the time 
you'll end up splashed all over a 
grassy verge. 

The Pole Position-like 3D 
sequences, in which your car is 
in the top window and your 
opponent's at the bottom, are a 
bit slower than other race 
games but the track 
construction option, which is a 
whole lot of fun, more than 
makes up for itl 


Your car has a top speed of 240 
mph but on the tightest curves^ 


FACTS BOX 


It could be called Pole 

Position Construction Set. 
Not as fast as some racing 
games but the DIY design 
option compensates 


SCALEXTRIC 
Label: Leisure Genius 
Author: Andrew Bradley 
Price: £9.95 
Memory: 48K/128K 
Joystick: various 


Reviewer: 



































IT MUST DE CHRISTMAS 




KONAMI'S COIN-OP HITS 


Cassette 

Disk 

SPECTRUM 

£9.95 

— 

COMMODORE 

£9.95 

£14.95 4 

AMSTRAD 

£9.95 

£14.95 

Twin Cassette Pack 
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▲ In the top slot: Cobra 


>> * 


WIZARD 

SCORE HEALTH 
1 £>40 1605 


▲ Tip for the top: Gauntlet 


J 



m 







▲ Longest on the chart: Ninja I 


NEW! COBRA 


OCEAN 


£7.95 


(2) OLLI AND LISA 


FIREBIRD 

THE GREAT ESCAPE OCEAN 


£1.99 


£7.95 


PAPERBOY 


TRIVIAL PURSUIT 


ELITE 

t$l|ppir DOMARK 


£7.95 


£14.95 “ 


URIDIUM 


HEWSON 


£8.95 


NEW! SCOOBY DOO 


ELITE 


£7.95 


NEW! BREAK THRU 


US GOLD 


£8.99 


(17) 


MASTERTRONIC 


NEW! SHAO-LIN'S ROAD 


THE EDGE 


£7.95 


(11) KAI TEMPLE FIREBIRD 

(12) HEAD COACH 


£1.99 


£8.95 




Starglider, from Rainbird, is probably 
the ultimate 3D wire-frame graphics 
blast. It's very fast and complex. Aliens 
is the spin-off title from the film with 
the nastv sauishv human parasites. 



▲ Hot: StarGlider 


▲ Hot: Aliens 
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Electric Dreams has turned it into a quality strategy 
game with arcady overtones. Zub, well, what can 
you say? It's a sort of platforms game and the play is 
just so simple. But it's addictive with a capital A. 
Cheap too 


THAT 15 OFTEN HSKED 
THE TRUTH IS, HE 
DON' T ftEALtV KNOW 
THIS COKPUTEK GrtHE 

ms seen m 

TOGETHER USING THE 
FEH StmS OF OrtTH 
HttICH STILL EKIST 
COMCERIN 


* THIS IS HIGHiV 
RECOHHENDEtM 


▲ Hot: Zub 
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for Sinclair User 
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A After Shock 
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A Graphic Adventure Creator 
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DURELL sales dept., 

Castle Lodge Castle Green, Taunton, Somerset, TA1 4AB, England 

Telephone (0823) 54489 & 54029 



















Spectrum in October, Amstrad in November, Commodore 64 in December. All £9.95 


Sales dept., 

Castle Lodge, Castle Green, 
Taunton, Somerset TA1 4AB 

England Telephone (0823) 54489 & 54029 
























wo worlds - the mirror image of each 
other, touch in space through a 
Time-Warp. 



ne is positive, good, familiar - our World; 
the other is negative, evil yet unnervingly 
familiar. 



heir interface - a time window through 
which objects and beings can pass; 
contact has resulted in the beginning of 
exchange. 



estore our World - stop the invasion, but 
do it now, for as the exchange acceler¬ 
ates, the time window grows larger - 
domination is a hand! 



STARTLING ACTION • INNOVATIVE GAME PLAY • STATE OF THE ART 3-D GRAPHICS 



SPECTRUM 


COMMODORE 64 

£ 8-95 16 






6 Central Street* Manchester M2 5NS»Tel: 061 834 3939*Telex: 669977 





















































LETTERS 


Your rights - guaranteed 


A s postscript to your No¬ 
vember issue's report on 
joysticks, I would like to remind 
buyers to check the guarantee 
card before they buy. 

Many shops offer only a very 
limited guarantee and as it is 
essential to make sure you are 
protected by the manufacturer. 
Beware of devious clauses that 
seem to allow the manufacturer 
to opt out of a free repair by 
imposing certain conditions on 
the buyer. Cheetah Marketing, 
for instance, requires you to 
write them a letter within 10 
days of purchase if you want 
the guarantee to become effec¬ 


tive - a hard thing to do if you 
have received the joystick as a 
present! 

So, please check very careful¬ 
ly what you are buying - not 
only the hardware but the 
paperwork too. 

B L McCorkell 
Moray, Scotland 

# What you say is partly true 
but these guarantee arrange¬ 
ments are in addition to your 
statutory rights which are that 
anything you buy must be of 
merchantable quality. If it 
breaks after the third game it 
wasn't 



Please Mr 
Poster 


I like posters of computer 
games and have posters 
which include Tau Ceti, the 
Gremlin Xmas Bash poster out 
of EBl and so please, please, 
please could you print some. 

I think a lot of the other 
readers would like a computer 
game poster every so often in 
the magazine and being a great 
game, the Way of the Tiger 
would be a good one to start. 

On Way of the Tiger, I can 
master the Unarmed Combat 
and the Pole Fighting but I can't 
master the Samurai Sword 
Fighting. 

Richard Cross 
Dumfries, Scotland 
• We'll run it up the flagpole 
and see who salutes it 

Now it’s 
in gear 


W hat has happened to Jjjsj 
magazine? I was a regular 
reader. I cannot understand the 
language it is written in. 
Perhaps it is geared to 15 year 
olds. 

R W Miles 
Petts Wood 
Kent 

• Perhaps it is just geared. 


That’s our 
story... 


I have spotted a printing 
mistake on page 105 of the 
Sinclair User magazine which I 
purchase each month. Enclosed 
is a copy of the page and 
marked on it is the mistake. 

I am 12 years old and I enjoy 
reading the magazine. 

Yours truly 
Kenneth Little 
Hamilton 

# Thank you Kenneth. You 
mean that's the only mistake 
you could find? There were at 
least twenty others (all deliber¬ 
ate of course). 


Nice people’s 
address 


R ef the SMART GUIDE TO 
XMAS BOOKLET with the 
latest issue of JSJJ ~ I am in¬ 
terested in the Alphacom 32 
Printer on Page 16, but can find 
no phone number or address 
for those 'nice people at WAVE 
Mail Order'. 

Leslie Lee 

Twickenham, Middlesex 

• For you and the 3,000,009.7 
other people who wrote in: 
Wave, 53 Shear Water Crescent, 
Barrow-in-Furness, Cumbria 
LA 14 33P. 



Drawing 
the line 


I used to buy your magazine 
regularly and then changed to 
C*****h, but since they began 
catering for the under fives and 
included primary school draw¬ 
ings in their pages some 
months back, I have not bought 
a single copy. I was very 
pleasantly surprised to find a 


new look to QQ so now you've 
won me back. (Aren't you 
pleased?!) 

Gremlin is my favourite fea¬ 
ture, (the Amstrad CD joke was 
excellent), followed closely by 
the Flewson Helpline and Sinc¬ 
lair Surgery. 

One small criticism. In com¬ 
mon with other reviews, your 
software summary includes 
"48/128K'' regardless of 
whether the software is 48K 
only. I find this rather mislead¬ 
ing; confusing even! If the prog¬ 
ramme is 48K, then perhaps 
you could just state 48K, as 
owners of 128 machines don't 
need to be told it is compatible. 
Having just upgraded to a 
128K+2 I would personally pre¬ 
fer to see a revised method 
whereby reviews state either 
48K or 128K and if there are two 
versions on the tape, then indi¬ 
cate with '48' and '128'. 

jcjlj is the best! (This pen is 
garbage - I'll chuck it when 
finished) 

D Kosmos 

Rickmansworth, Hertfordshire 

0 Ta very much. Your point 
about 48K/128K is noted but 
we're not happy with the alter¬ 
natives we've come up with 
either - we'll think of something 




Chri 




r, stmas greeting f rort] 


"*6 it. 


I am a 14-year old Spectrum 
Plus owner. I have (in my 
opinion quite a good collection 
of programmes, pokes, maps 
etc.... 

I would like to exchange 
software with a boy or girl of 
my age. 

JAKUB JINCEK 
Sullysova 47 
16900 Praha 6 
Czechoslovakia 


I am an 18-year old boy and 
own a 128K Spectrum. I would 
love to swap programs, games, 
ideas and tips with anyone! 
Please write to me at this 
address: 

Adar Weidman 
Melchett 59 
Tel Aviv 64287 
ISRAEL 

I would like, if you can publish 
the following letter in your 
magazine 

Hi! I am a 15-year old boy 
from Czechoslovakia. I own a 
48K Spectrum. I would like to 
have a penfriend to exchange 
programs, ideas and games. 
Mark Novicky 
Muchova 13 
160 00 Prha 6 
Czechoslovakia 
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LETTERS, 




A ny of your readers who 
own a Spectravideo Quick- 
shot II joystick will know that 
there are many games on which 
Autofire does not work. The 
reason for this is that inside the 
joystick is a 555 chip which is 
supposed to provide switching 
off the fire signal. However this 
chip will not work because it 
has no 5 volt supply to it. I have 
modified my joystick to provide 
a supply to the chip and so far I 
have found that autofire works 
with every game I have tried. 

This modification can be per¬ 
formed by anyone who can 
handle a soldering iron, the 
only parts required being a 
length of 8 core cable and 9 pin 
D socket. (These are available 
from Electrovalue, 28 St Judes 
Road, Englefield Road, Egham 
Surrey. This will of course in¬ 
validate the guarantee. 

First remove the 4 cross-head 
screws securing the base of the 
joystick, unsolder the two wires 
from the fire switch and remove 
the PCB from the base. Next 
disconnect the 6 connectors 
and remove the cable, remove 
the surplus solder from the PCB 
connector marked "TOP". Cut 
the tracks on the PCB at the 


points marked X on the diagram 
and join the points marked A 
and B with a short length of 
wire. 

The next step is to connect the 
cable as shown in the diagram. 
Next re-assemble the joystick. 

The next stage is to connect 
the +5v supply to pin 7 of the 
joystick plug on the interface. 
Some interfaces eg Protek 
switchable joystick interface 
already have this pin connected 
and also have the common con¬ 
nection (black) connected to 0 
volts. In which case it is not 
necessary to cut the tracks in 
the joystick, but note that if you 
wish to use the joystick with 
other interfaces as well eg 
Kempston, the tracks must be 
cut. 

Finally connect pin 9 on the 
joystick interface to 0 volts and 
re-assemble the interface. 

If you find that the rate of fire 
with this modification is too fast 
you can slow it down by alter¬ 
ing the value of the capacitor 
inside the joystick (marked C on 
the diagram). I changed the 
value of mine to 0.1 /jlF and this 
gives a satisfactory result, but 
this is a matter of personal 
preference and it may be worth 
experimenting with different 
values. 

Good luck and good shoot¬ 
ing. 

Paul Darke 
Camberley 





I 'd like to complain about your 
use of obscene words used in 
the December issue of your so 
called computer magazine, it 
was more like a pornographic 
rag. I bet a hell of a lot of other 
people would agree with me. 
When I say obscene I really do 
mean obscene, your use of 
words such as "Bloody hell", 
printed in the absolutely diabo¬ 
lical The Write Stuff' was bad 
enough but when "Damn" was 
mentioned it had gone too far. 

I am a father of two and 
before they bought your worth¬ 
less rag their minds were clean 


H ere are a few questions I 
would like to ask you about 
the Spectrum 128: 

1. When you write your re¬ 
views you often put Memory: 
48K/128K. By this do you mean 
there is a separate version for 
the 128, or do you mean that it 
will work on the 128 in 48 mode. 

2. I own a Serial 8056 com¬ 
pact printer, and am wondering 
what is the best word processor 
available for the 128. 

3. Since I own a Spectrum 128 
I am dying to get my hands on 
the Spectrum + 2 handbook, can 
you tell me if this is possible 
and if so how much it will cost. 
Simon Robinson 
Kettering 
# Here we go: 

1) It means it will work on 
both 

2) Hard to say, try The Writer 
from Softechnics or Tasword 
from Tasmann 

3) No idea, try Amstrad direct 
but don't get your hopes up - 
0277 228888 


but now they are filled with filth. 
As a Catholic I have brought my 
children up as decent human 
beings but you Sinclair User 
have ruined their espect for 
others, shame on you. 

Yours in rage 

Gilbert Lenson 

# Well we read this one over 
and over and couldn't decide if 
it was a joke or not. Why is 
'Bloody Hell' worse than 'Hell' 
as is (a hell of a lot and what's 
wrong with 'Damn'- it crops up 
a lot in the Bible as 'damned' as 
I recall. You really do mean 
obscene but I'm afraid you 
don't understand the word. Fi¬ 
nally, where's your address Mr 
Lenson? You didn't put it on the 
letter, ours is at the front of 
every issue. Next. 


Star 

purchases? 


I f I was to buy each game that 
received the five star award in 
the December edition, I would 
have to pay over £1 50. T o go 
straight to the point, UJJJ's 
system of reviewing needs to 
be changed. A mark out of five, 
compared to a mark out of 100 
is terrible. 

I see |si!| has tried to brighten 
itself up. I feel itwould be too 
much to ask of to have a 
colour page for each 5 star, so 
called Solid Gold Game, 15 of 
them in the December edition. 

Sold Gold, buy it, you say, of 
the 5 star games, this would be 
alright if I had £40 pocket 
money a week. I suggest chang¬ 
ing the five star system alto¬ 
gether, and having at least a 
mark out of 50. 

Ben Payton 
St Austell 
Cornwall 

0 It just depends on what com¬ 
es in, this issue there are hardly 
any classics. As for colour - 
sometimes there are classic 
games that just don't require 
colour 
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OWNED BY MAGICOM INC AND USED BY PERMISSION 


PA RT II 

Escape ^rom ©tntje’s Cattle 



In this adaptation of the arcade classic, you continue where Dragons lair R part one finished. Daring Dirk, 
having re scued the fair Princess Daphne, decides to go hack through the Dragon’s 1 air and relieve Singe of some 
of the gold that is in the castle, w hich is under the protection of the cunning and lethal Lizard King. 

You will need lighting reflexes and judgement to fight the f.i/ard King and avoid the giant rolling marbles. 

In this adventure \ on w ill be rushed down rapids in a barrel.and sent down corridors on a magical flying horse 
and other dangerous deeds will present problems for you. Fifk$!I\ , direct Dirk to freedom through the realm of the 
mud monsters w ho come alive from the ven earth itself to enslave Dirk and turn him into mud like themselves, 
navigate the dangerous terrain, jump across the chasm aftd freedom is yours 


I c ad on Ad vein u tit! 


■P 


£Kl * fcs 'tP 


; • /% fill 1 ’’ Pii!iji ''■ 

8 more screens from tlu classic 

to tax \ our brains and itiiicrS: 


YE RIVER CAVES 


DPNGEONS OF THE LIZARD KIN( 


AVAILABLE NOW ON 
Commodore 64/128 


TAPE £9-95 & DISC £13.95 


AVAILABLE SOON FOR 


Spectrum 48/128 


Amstrad 464/664/6128 
.«£8.95Disc. 


£,14.95 
















W ell, here we are then, 
the real thing. 

After Dandy and 
Druid the Gauntlet surrogates, 
we have Gauntlet, the Official 
Licenced Version. 

Both Druid and Dandy were 
good games (and Dandy 
particulrly a very adequate 
Gauntlet substitute) and both 
were released around two 
months before this one. Does it 
stand a chance? Do you need to 
buy it? I'd say yes. 

Things begin badly however, 
for various reason, when you're 
setting up right at the start. 
Partly because of Spectrum 
memory restrictions and partly 
because a Gauntlet Expander 
tape is planned in the next few 
months (US Gold needs to get 
some of that money back 
somehow) you have to keep 
stopping and starting the tape, 
making selections, number of 
players, which character you 
want to be and so on and then 
restarting the tape. 

Worse. During the game after 
every eight levels or so you 
have to restart the tape to load 
in the next batch of levels. 
You'd beter hope you don't get 
any problems with the 
hyperload... 

Is it authentic? Yes very, 
although the graphics are 
simplified compared with the 
arcade original. 

A good many of the mazes 
are exactly the same in layout 
as on the machine. I was very 


GAUNTLET 


HINTS AND TIPS 

• Choose a well defended 
character if you are new to the 
game, eg Thyra (if you can bare 
to play a woman) or Thor 

• Don't rush out the nearest 
exit on Level 1. There are 
reasons to investigate locked 
gates... 

# Shoot monster generators 
first 

# Don't always try to kill all the 
monsters in the vicinity. If the 
way is fairly clear and you can 
run past, do so 

• Be careful not to shoot food 
or treasure 

# Watch out for poisoned food 


pleased to discover that one of 
my favourite sections, where a 
great mass of ghosts crowd the 
doorway just waiting for you to 
open it, was retained almost 
exactly. The shapes of the 
ghosts, the food supplies, the 
bottles, the bags of gold, all are 
retained from the original. 

Better still, the gameplay is 
such that you can make use of 
strategies developed at great 
expense and over many hours 
on the arcade machine. As ever 
the monster generators are the 
key - get them first - and on 
some levels its definitely more 
feasible to go treasure hunting 
than others. Other times it's 




that. Dotted along the floor and 
ceiling of the corridor down WM 
which you are travelling are 
cylinders. Each cylinder must 
be depressed - by landing on it 
- before you can move to the 
next level. 

The graphics are simple but 
extremely effective. The screen 
is presented side-on in real 3D. 

A chess-board pattern covers 
the ceiling and floor, adding to 
this illusion but the best effect is 
you can move into the screen 
by pushing the stick forward, 
and out by doing the opposite ~ 
and the ball swells and shrinks 
accordingly. 

Once you have moved past 
the start (which looks like two 
ladders in fact) the time will 
begin to tick away, and you'd 
better get your butt in gear 
(man). 

Accelerating by pushing the 
stick to the right, the ball skitters 
along the ground at satisfying 
speed. Obstacles can be 
jumped by hitting the Fire 
button. The longer you depress 
the button, the higher you will 
jump. It's all great fun— and 
very frustrating at times. 

Some of the more unpleasant 
items you will encounter are the 


I mpossaball, aside from being 
a terrible name for anything, 
is the unfortunate title 
bestowed upon the latest game 
from Hewson. 

Apparently, the program's 
author wished the game to be 
called Atomspbere (an infinitely 
superior name) but it was not to 


Like so many astonishingly 
enjoyable things in life, 
Impossaball is really simple. 
The aim of the game is to guide 
the ball you control through 
eight levels of absurdly difficult 
obstacles before, before what? 
Well, l haven't a clue. The first 
level is tough enough to keep 
anyone busy for a good few 
hours, and as for the eighth - I 
shudder to think! 

Each level, aside from the 
different layout of obstacles, 
has the same aim. You must 
race from one end of the course 
to the other before the time 
runs out. Obviously, things 
would be just too simple left at 
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better to head straight for the 
exit just as fast as possible... 

Like the original, it works best 
as a two-player game and the 
program provides for a large 
number of alternative 


arrangements for keys and/or 
joysticks so that the whole thing 
becomes logistically feasible. 

The choice of characters at 
the beginning is the same. 
There's Thor who's like Rambo 
- tough but lacks the noddle to 
cope with spells. Thyra is pretty 
good at everything except shot 
power. Merlin is butch but is 
good at the magic stuff. And 
Questor who isn't much of a 
shot and can't take much 
punishment but is good at 
everything else. Well defended 
characters are probably best for 
beginners. 

How does it rate? Personally I 
still prefer Avenger as a 
marginally more complex game 
but if you are an addict of the 
arcade game, and who isn't, I 
think even Dandy owners might 
not be able to resist it. 

It's actually about as good a 
conversion as it could 
reasonably be hoped for. A 
relief for Gauntlet players 


As good a conversion of 
the classic arcade origi¬ 
nal as could be expect¬ 
ed. No-one should be 
disappointed 


Label: US Gold 

Author: Gremlin Graphics 

Price: £9.95 

Memory: 48K/128K 

joysticks: various 

Reviewer: 


Reviewer: 


everywhere* 


ALL 


spikes. Invariably surrounding a 
couple of cylinders, these 
critters simply sit there, waiting 
for you to hurl yourself on to 
them. Sounds like a very 
unlikely thing to happen? Wait 
till you play the game. 

Also joining the ranks of the 
undesirables are plasma fields. 
These little blighters wibble 
about all over the place, getting 
into all sorts of unhelpful 


land upon them. The next and - 
whammee! They kill you 
without so rr luch as a by your 
leave. 

You can alter the direction of 
your ball in mid-air, but you will 
need to have a fair degree of 
deftness with your stick in order 
to make use of this feature. 

Gameplay is fast and furious. 
The graphics are simple but you 
really get the impression of 
movement as the squares on 
the floor zoom past. The 
bouncing of the ball, too, is very 
convincing. 

Impossaball is a very good 
game. It's so frustrating, but 
equally addictive. Something 
similar has been attempted 
before in other guises, but 
Hewson has made the best 
attempt yet* 


It s tun. It manages to 
stand up as high-quality 
game that has more enter¬ 
tainment value than most 


IMPOSSABALL 
Label: Hewson 
Price: £7.95 
joystick: various 
Memory: 48k/128k 
Reviewer: 


Reviewer: 
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THE COIN-OP SENSATION FROM DATA EAST 



N 

DATA EAST 


N 

DATA EAST 


of the action right from the Available in the following formats: Cassette Disk 

start! Hold-ups, robberies and Commodore. £9.99 £14.99 

rooftop fights, Express Raider Amstrad. £9.99 £14.99 

has them all! Spectrum. £8.99 

U.S. GOLD-WE’RE AT HOME WITH THE ARCADE THRILLERS! 

U.S. GOLD LIMITED, 2/3 HOLFORD WAY, HOLFORD, BIRMINGHAM B6 7AX. 























































































OFFER 


M icrodrives are such amazing 
things, aren’t they? They’re 
just so, ooh, compact. No lugging 
around a dirty great box of 5W' 
discs with these little wonders. 

Y ou can slip a microdrive into 
any pocket you may have 
about your clothing. No unsightly 
bulges to worry about. No worries 
about bending over in case you 
terminally fold the little devils. 

M icrodrive cartridges are such 
amazing things, in fact, that 
they are in great demand. Many a- 
time have the staff strolled into 
well-known high-street store with 
a view to picking up a couple of 
cartridges, only to be told that they 
had all been snapped up by Mr 
Noggin three minutes before. 




I n answer to such problems? 

Why, it’s simple. Just fill in this 
coupon and send it to the address 
below. 

A nd an almost unlimited 

supply of cartridges is not the 
whole story either. Transform 
(with whom we’re doing the offer) 
are packaging the cartridges in 
snazzy plastic boxes. For a box of 
10 you pay a mere £17.95 and a 
box of 20 will set you back a paltry 
£32. Each cartridge can store 100K 
of Spectrum code. 

M ake cheques payable to 
Transform Ltd, and send 
them to Sinclair User/Transform 
Offer, Priory Ct, 30-32 Farringdon 
Lane, London EC1R 3AU. Offer 
closes February 20th. 

>••••••••••••••••••••••••••••• 


Name. 

Address. 


Please send me: 10 Microdrive Cartridges □ 
20 Microdrive Cartridges □ 
(Tick appropriate box) 


••••••••••••••••••••••a 


Microdrive Cartridges 


»••••••••••••••• 


from 

Transform 


•••••••• 


Strategic Warfare for 

SPECTRUM 48K 

WAR IN THE EAST 
£9.95 

FALL of the THIRD REICH 

£9.95 

ARDENNES — Battle of the Bulge 
£9.95 


BRITAIN INVADED 
£9.95 


These military strategy and tactics 
games for 1 player 


SHARP’S INC 

Rt 10, Box 459 

Mechanicsville, VA23111 USA 
Telephone (804) 746-1664 
Telex (via WUI) 6502339544 

Payment by cheque, 


T. K. COMPUTERWARE 
Stone Street 
North Stanford 
Ashford, Kent TN25 6DF 
Telephone 0303-812801 
Telex 966676 PMFABG 
PO, Eurocheque, or by 


CB E3 




HIRE SPECTRUM 
SOFTWARE 


* OVER 500 different titles available for hire including ARCADE. ADVENTURE, 
BUSINESS. EDUCATIONAL etc 

* OVER 10,000 tapes in stock. All publisher’s originals. 

* LOWEST HIRE CHARGES - hire up to 3 tapes at a time, from only 63p (plus 
P&P and VAT) for 2 weeks hire. 

* FREE printed CATALOGUE 

* FREE newsletter with hints, tips, reviews, etc. 

* TAPES for sale at DISCOUNT prices, (eg MANIC MINER £2.00) 

* FAST, FAST SERVICE. All tapes sent by 1 st class postage. 

* HALFPRICE OFFER - LIFE membership ONLY £3.00 (normally £6.00). 

* FREE first hire tape. (For limited period). 

* EUROPEAN MEMBERS WELCOME. (Payment in Sterling). 

Have you ever been disappointed with software you’ve purchased? Now you 
can hire it first. If you like it, buy it at £1.00 off our already discounted prices. 
If you don't, send it back and it will only cost you the hire fee. 

NSL is the best SPECTRUM library, with over 8,000 delighted members, the 
largest range of tapes and controlled by our computer with 22 mb hard disc. 
JOIN TODAY, or, if you don’t believe our claims write or ‘phone 01-661 9240 
for a catalogue, and check our competitors. We’re confident you’ll join NSL 



| 42 Harefield Avenue, Cheam, Surrey SM2 7NE. 


I enclose £3.00 for LIFE MEMBERSHIP. Please rush my membership 
[ kit to me. If, within 28 days, I’m not delighted with your service you’ll 
I refund my membership fee. 


m 

■ 

Name 


■ 

1 

■ 

AHrirp.q.t; 


■ 

1 

1 

1 

■ 




SU2 

■ 
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Meet the 
printer 

interface 

with a gift 

for words. 

Before you buy a printer interface, it's worth 
thinking ahead.One day,you'll probably want to write 
someone a letter. Draft an essay. Or create a report. 

With RamPrint, it couldn't be simpler. 

RamPrint gives you a powerful interface to the 
huge range of popular Centronics printers. 

It's also the only interface with RamWrite 
Instant Access' word processing built in. 

Plug in a printer and you're ready to create, 
edit and save professional-looking documents, 
quickly and easily. 

The RamWrila program uses 'Instant Access' so 
there's no software to load, and takes none of the 
computer's precious memory. In fact, it's the 
simplest way to write a letter on the Spectrum. 

The cost.* just £34.95 (cheaper than buying an 
interface and software separately). We've included 
the printer cable-and even a joystick port so you 
can play games without unplugging. 

To get your hands on one, simply fill in the 
coupon. Whichever way you look at it, it's a gift. 



Bam Electronics (Fleet) Ltd, Unit IB, Redfieids Industrial Park, Redfield Lane, 
Church Crookham, Aldershot, Hants GUIS ORE. Telephone; (02*52) 850085. 


Please rush me RamPrint for the Spectrum. Remittance£54.95 
-C£1 p&p (£5 Overseas) TOTAL £55.95. □ l enclose a cheque/ 
postal order □ Charge my Access/Visa. 


i NAME 


ADDRESS 


'POSTCODE 


24 hou r despatch for postal orders and credit cards (7 days for cheques). 
RamPrint is fully compatible with the Spectrum, Spectrum Plus, 128 
and Sinclair Microdrives. 


Ram Electronics (Fleet) Ltd, Dept ( SU ), Unit 16, Redfieids Industrial Park, 
Redfield Lane, Church Crookham, Aldershot, Hants OU15 ORE. 


enquiries welcome 
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COMPETITION 




Win the Magic 
Knight Trilogy 


» Nrap 


Aware, 


if game-design 


fero 


L itrlvllrctt 

ete set of Mlcsgtc 


5 of Finders Keepers, Spellbound, 


mystical 


tormbring 


Ing gam 


;. t 

s and jerks necessa 


>re. wh 


efltit 






’■Bi what you have to do 


Fill in the missing word which 
can be used with either word 
below: 

Silent.Watchman. 


What was the final act you had 
to perform before completing 
Finders Keepers. (Tricky one, 
that). 


Which part of the anatomy is 
protected by the Gauntlet in a 

suit of armour? .. 

Closing date for the 
competition is March 13. 
Answers on a postcard or 
battle-axe or something to 
Sinclair User, Magic Knight 
Competition, Priory Court, 30- 
32 Farringdon Lane, London 
EC1R 3AU. Fill your name and 
address and T-shirt size on the 
coupon below: 


Name.... 
Address 


T-shirt size. 

Emap and Mastertronic employees get to miss out on this one (again) 











































































FACTS BOX 


Nice try, Jimmy, but un¬ 
less you're prepared to 
spend time training 
you'll never make it out 
of fourth division 
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W ell, Ron, it was like 
this... I was 
approached by the 
manager up at Manchester who 
says to me, "Imagine the most 
realistic computer soccer game 
ever. Would you transfer?" 
Naturally, I was interested. 

Super Soccer can easily lay 
claim to comprehensiveness. 
Pre-match there are all those 
managerial decisions to take 
like the length of the game, its 
difficulty and whether you'll 
practice, play a single game or 
go for the cup in Tournament 
mode. 

If you choose the latter, you'll 
find youself drawn as one of the 
eight teams at the quarter finals 
stage of a knockout 
competition, which means that 
up to eight people can play 
though if you're on your own 
the computer will still generate 
scores for the others. 

Then there are problems that 
Cloughie never even dreamed 
of, such as choosing a new 
name for the team or altering 
the colour of the strip, the pitch 
and even its border. 

When you've re decorated 
the stadium to your satisfaction, 
it's out on to the astro turf and 
into the game. And this is where 
it really gets complex because, 
as well as the usual features, 
such as running and tackling. 
Imagfne has added a host of 
new refinements. 

Even jogging around isn't 
quite the simple matter of point 
the joystick and go. Pushing it in 
any one direction accelerates 
you and to slow down you have 
to pull back on it. A sideways 
move turns you through a right 
angle, bringing you to a 
skidding halt, while turning to 
one of the intermediate forward 
positions curves you through 45 
degrees but you keep on 
running. 

This gives you a sense of 
momentum as you swoop 
down the wing, and you have to 
make gentle turns rather than 
darting about like an angry 
wasp. Keep an eye on your 
speed as well, because not only 
does a fast run mean that you're 


in contact with the ball for less 
of the time, but you'll also tire 
yourself out. An energy meter, 
at the top of the screen, warns 
you when it's time to sit down 
and suck another orange. 

Kicking is almost as complex. 
Another bar indicator shows 
how much welly you're giving 
the shot, and this is increased 
by holding down Fire. 

You can also choose the type 
of kick. 

Pulling straight back gives 
you a chip, while crosses are 
achieved with a backwards and 
sideways movement. Free kicks 
and throw ins give even more 
directional control, with low 
straight drives, lobs and three 
types of chip (straight, crinkle 
cut and greasy?) That's the 


theory at any rate, but in 
practice... well, let's just say it 
takes a lot of practice. 

This is the first footie game 
on the Spectrum that allows for 
fouls, as far as I know. Your 
players can be booked and even 
sent off for the odd sliding 
tackle that makes contact with 
opponent rather than ball. 

When a free kick or a corner 
occurs you switch to an 
overhead plan of the pitch, and 
you have 30 seconds to 
manipulate your men. 

According to the instructions 
they can go anywhere, but I 
kept finding that my lazy team 
was limited in how far its 
members would walk. 


Label: Imagine 
Author: RCD/DJ Anderson 
Price: £7.95 
Memory: 48K/128K 
Joystick: Kempston, cur¬ 
sor, Sinclair 


Reviewer: 






HAND] 

mara: 


I t's like this boss ... they 
achieved mid-field 
dominance, culminating in a 
crescendo of attacks and a goal- 
riot I was powerless to prevent. 

Or in footballing parlance: 
'We wuz stuffed.' 


Finally there's that vexed 
question of control. Even in a 
seven-a-side game, you can 
only guide one player at a time. 

Imagine has hit on the unique 
method of indicating which one 
by giving your chosen man a 
halo, which adds a whole new 
meaning to The Saint, doesn't 
it, Greavsie? 

It's a good clear system, and 
the rest of your team also 
behaves logically, running with 
the ball and trying to get into 
useful positions. There's even 
been an attempt to let you 
select which player is blessed 
with your attention. When 
nobody is in possession Fire 
transfers the celestial hula-hoop 
to the next man in line. 

The system still isn't quite 
smooth enough for my liking 
though. It's annoying when two 
men are almost equal distances 
from the ball to find control 
switching from one to the other 
while your opponents swoop in. 

Ball control is difficult, too, 
and the complexity of the 
program seems to have slowed 
down the on-screen action a 
little so that the teams appear to 
be running on treacle. 

In the end I can only admire 
the ingenuity that's gone into 
Super Soccer, and praise its 
innovations. But I have to regret 
that for me, it just doesn't quite 
come off* 


FACTS BOX 


Taking into account 

goalie isn't exactly the 
most action-packed 
position the games turns 
out quite well 


HANDBALL 
MARADONNA 
Label: Grand Slam 
Price: £8.95 
Memory: 48K/128K 


Reviewer: 




FOOTE/ 


T he British-born goal ace 
topping the Superleague's 
scoring charts has walked 
out on Juventus. 

Terry Pratt (affectionately 
dubbed El Tel by unimaginative 
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T w here's enough soccer action on this page to 
keep John Motson in clinches for a month. 
Whether you end up over lunar objects or as 
unwell as an exotic species of avian depends on 
which game you support this New Year. 

There's something for goalkeepers, award-hungry 
strikers or those old fashioned play-anywhere utility 
players. 

But even if you love footie, remember , the spectre 
of World Cup Carnival still haunts the terracesM 


ARCADE 



REVIEW 


i 


(BALL 
DONNA 


The impression I took away 
from Peter Shilton's Handball 
Maradonna was that Argus had 
a game idea waiting for a 
suitable controversy to give it 
life - whether we should 
consequently be happy that 
England had such a contentious 
exist from the '86 World Cup is 
doubtful. 

Goalkeeper is not the most 
glamourous position on a 
football pitch and the game 
suffers from the inevitable fact 
that the action happens to you 
rather than around you. 

Having accepted, then, that 
better games subjects have 
been chosen, it is only fair to 
add that Handball Maradonna is 
still a worthy attempt at 
appreciating soccer from the 
'keeper's point of view. 

Vou control the keeper 
bouncing on his goal-line as 
action unfolds before him. 
Without fail the defence 
contrive to present the 
opposing forwards with scoring 



opportunities - and these guys 
(Ian Rush's to a man) are always 
on target. 

You can move left and right, 
come forward to narrow the 
angle, jump to save or dive in 
one of six directions: high-left. 


low-left, centre-left and vice 
versa. 

Be in the right position and 
correctly read the shot and you 
save it. Miss and the scoreboard 
bleeps up, 'goal'. 

The animation of the white 
figure on green is fine (if 
slowish) but there's no getting 
away from the fact that you 
perform one act in every 20 
seconds. 

What earns this game its stars 
(three is uncommonly high 
from this reviewer-Ed) is that 
the build-ups are well animated, 
entertaining and above-all, 
realistic. 

Pin-point headers from 
corners, viscously curving free- 
kicks, deadly penalties and 




dipping volleys rain in as the 
defence makes itself absent and 
relies on you (Shilts) to do your 
stuff. 

You pick a team, practise, 
play games, try and improve 
your skill rating and it all takes 
place with the same white- 
shirted Linekers thumping the 
ball in 

It is almost addictive and 
definitely satisfying when you 
pluck one out from under the 
crossbar, but loses points for 
being impossibly difficult to 
pick up the flight of the ball. 
Forget positioning and 
narrowing angles, just react 
when you are sure of the 
direction of the shot. 

And remember boss, you 
don't need a new 'keeper - 
spend £200,00 on the defenceB 


kALLER OF THE YEAR 


Italian soccer fans) has quit 
soccer, blaming the boredom of 
playing Gremlin's latest. 

Footballer of the Year. 

It's, sort of. Football Manager 

only from the footballer's point 


of view (rather than the 
managers, as with Addictive's 
long-time best seller). 

The snag is Footballer of the 
Year is sadly a minor-league 
game, lacking originality. 


Most of the time it's pretty 
well a two-in-three chance 
you'll score. 

No skill, OK but how did your 
rivals get on? Are you topping 
the score charts in your 



playing skill and (most 
importantly) realism. 

There's not even enough to 
the game to even let it succeed 
as an automatic soccer result 

division? What did the local 
press make of your debut? 

FACTS BOX 

and statistics generator. 

Quickly then, you become a 
footballer with a team in one of 
five divisions. 

Choose a division, team and 
nationality and the game is in 

Fails miserably. "Dis¬ 

appointing eh Greav- 
sie?" "What can 1 say 
Saint. They've let them¬ 
selves down badly " 

motion. You are told of 
forthcoming fixtures and 
choose which to play your goal- 
cards in - only it really makes 
little difference. 

Goal-cards have a value of 
one to three and represent 
scoring opportunities - 

FOOTBALLER OF 

THE YEAR 

Label: Gremlin Graphics 
Authors: including Greg 
Holmes and Christian 
Shrigley | 

Price: £7.95 

penalties or shots - for your 
player. The computer then lets 
you play through those 
opportunities on a pitch with a 
goal. 

Reviewer: T 

★ ☆☆☆☆ | 


There's no way of knowing. 

So...do you want to buy more 
goal cards? No. Do you want to 
play a goal card in the next 
game? Yes...and round again. 

And how about El Tel's 
career? He joined Peterborough 
on a paltry £75 a week, scored 
29 goals to help them to the top 
of Division IV and was 
transferred to Swansea (very 
much against his wishes). 

Still, a hatfull of goals for 
Swansea in the last five games 
of the season took them from 
17th in the table to the 
championship - no mean feat. 

Bored with life in Division III, 
El Tel started again playing for 
Juventus in the Super League. 
Thirty goals in 25 games meant 
there would probably have 
been no room for Ian Rush next 
season but, although Juventus 
were top of the table, our hero 
was still on £75 a week, still 
rated 'average' and only making 
ends meet through a 
succession of gambling 
triumphs outside of soccerB 
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( an you deliver lht‘Mosi|iiiio‘s stinjt to the 
heart of Germani 

t 



"No British aircraft will ever bomb Berlin", Luftwaffe chief Herman Goering had often boasted. 

But in the middle of a Nazi anniversary speech in January, 1943, his listeners duck for cover as a 
carefully timed raid of RAF Mosquitos strikes Berlin in broad daylight. 

Ace of Aces captures the spirit and puts you in the cockpit of the Mosquito, maverick RAF fighter 
bomber of World War II. Down the Nazi bombers, sink the U-boats, outrun the V*1 rockets and 
stop the enemy trains. Choose your weapons and fuel wisely - once you're out on mission, there's 
no going back. To become Ace of Aces, you must complete all missions successfully. 

1 From the moment you zoom through the clouds in a scrap with Nazi fighters to the heart-stopping 
second you spot the U-boats of Kiel, the defence of the Allied world is in your hands. Are you equal 
to the challenge? 

2 Once you master a few flying tricks in your speed bomber, you tackle strategy: selecting the right 
number of machine guns, rockets and bombs to achieve your mission. 

3 Your intercom flashes 'warning' on your starboard engine. An enemy fighter attack has left your 
Rolls Royce engine in flames. Cut back your boost and throttle. Hit the extinguisher before the fire 
spreads. 

What does it take to be an Ace? From you, legendary British pride and guts. From US Gold, 
legendary playability. US Gold has done its part. The rest is up to you. 

CBM 64/128 £9.99 Tape Spectrum 48K £8.99 Tape 
£14.99 Disk Amstrad £9.99 Tape 
£14.99 Disk 

U.S. Gold Lid., Units 2/3 Holford Way, Holioid, Birmingham B6 7AX. Tel: 021 3563388 
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STRATEGY 

SIMULATION 






T here you are busy * 

hacking into Ronnie's CIA 
account one day when 
the US Government decides to 
contact you. 

The CIA knows you're the 
world's greatest expert on 
computer security or lack of it - 
and wants you to steal the top 
secret Doomsday Papers from a 
russian military establishment 
in Siberia. The papers contain a 
blueprint for the de- 
stabilisation of western 
civilisation and the ultimate t 
world supremacy of the USSR. 

Yup, you guessed it. Hacker 
II: The Doomsday Papers is an 
American piece of software, 
produced over there on the C64 
and now converted to the 
Spectrum. And as you'd expect 
the plot reads like a cross 
between Rambo and Mission 
Impossible. Somehow the CIA 
has smuggled four Mobile 
remote Units - dirty great 
unprotected robots into the 1 
Ruski base. These are 
connected to your computer, 
via a satellite link, and you have 
to use them to find the filing 
cabinet in which the Doomsday 
Papers are stored. Guards 
continually patrol the complex 
and a deadly killer robot, called 
the Annihilator, is put into 
action if any of the MRUs are ^ 
discovered. 

Fortunately, your computer is 
^equipped with four VDUs and a 
copy of the latest hacking 
software, Actisource. Your 
"VDUs are controlled by a strip 
of icons at the bottom of the 4 
screen which are selected using, 
a hand-shaped cursor. 

'■ When you first select a screen 
its picture will roll until you get 
to alter the vertical hold. Once, 
the picture's clear you can \ 
.either tune in live to one of the 
bases'38 security camera, or * 
select the monitor option 
which flips through a sequence 
of all the security camera 
pictures. 

The video camera display is 
pretty realistic. You can choose 
to view a tape from any of the 
38 cameras. There's fast 
forward and backward options 
which speed up the display and 
an on-screen clock, which has 
been active since the beginning 
of the game, acts as an index as 
you scan the tape. Watching 
guards run backwards down a 
corridor is just as funny as 
running a real video picture 
backwards. 

> Make one of your VDUs 
display the plan of the base 
with the positions of your r 
MRU's, the guards and any 
Annililators blipped on it. The 
plan is not particularly useful in 
determining where you are - 
you'll need to find a local 
security camera for that - but it 
does give an early warning of 
enemy patrol and will help you 
. to plan escape routes to avoid 




discovery. 

Stealth is the name of the 
game and you'll need to play * 
Hacker II several times before 
you develop a feel for it. The 
best method of play is to move . 
an MRU one room at a time j 
around the complex. Guards 
rarely look into any of the i. 
rooms unless you're moving 
around a lot. 

Take note of the monitor > 
sequence while you are moving : ^ 
around the base. As you get 
further into the game you'll be, 
able to spot familiar location^ . , 
and list the locations of the V* It 
security cameras. When you've 
done that you'll be able to find',.; 
you way around the complex 
very quickly and reduce the risk/** 
of being found. 

V,<When you've found the filing 
cabinet which contains the?,%\%* 
papers, punch in the security ^ ‘ 
code and remove the Si 

documents. It's then simply (!) y‘. 
a matter of evading the guards,! : 4 ; 
moving the MRU out of the 
complex and delivering the ^ ! 
papers to a government agent.*;' 

Granted there's a lot to do in., 
Hacker II but, once you've read) *’, 
through the technical ^ 

documentation and learnt how.j)'« 
to use the monitors you'll find t 
the game is easier than you first 
thought. The snag is it can get^* 
repetitive with its search move, 
search/move mode operation. *; 


Complex instructions 
but quite a simple game. 
It's got an intriguing 
plot, though there's a 


distinct lack of hacking 


HACKER II: 

THE DOOMSDAY PAPERS 
Label: Activision 
Author: System 
Price: £9.95 
Memory: 48K/128K 
Joystick: various 


« Hacker II beats They Stole a 
Million, its closest competition, 
for action but, despite initial 
impressions, both games are 
let down by the staying power 
of their gameplay. Strangely, * 
too, the play isn't that ' 

dissimilar from Electric 
Dreams/Activision's other 
recent release. Aliens. For 
mobile robots substitute a 
team of space marines. There's 
a ton more action in Aliens 
though, andJt's a much more 
exciting game! , > 
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ZXL PRINT III CENTRONICS - 
RS232 PRINTER INTERFACE 


Enables your Spectrum 16k, 48k, Spectrum + or 128k (in 48k mode) to print on almost any dot 
matrix or daisy wheel printer with RS232 or Centronics input. Just plug in ZXL Print III and LPRINT 
and LUST commands will work. COPY works without any additional software on Epson, Star, 
Brother, Walters, Mannesman Tally, Taxan Kaga, Canon, Shinwa, Citizen, Epson compatibles 
and a full colour copy on Seikosha GP700. Optional extras are available for 4 Colour screen 
copies on CGP115, MCP40 8c 80, SCP80, and shaded screen copies for Epson compatible 
printers. 

ZXL Print III is also compatible with INTERFACE 1, VTX 5000 modem, OPUS Discovery and BETA 
interfaces. 

Optional extras: 4 copy screen copies £5.00. Shaded screen copies £5.00p. 

• WORD PROCESSING • PLUG IN FOR LUST, LPRINT & COPY 

• PRINTS SPECTRUM GRAPHICS & UDG’s • HIGH RESOLUTION 
SCREEN DUMPS • TWO COPY SIZES ON EPSON & COMPATIBLES 

• PRINTS PRESTEL FRAMES WITH SUITABLE MODEM 

• COMPATIBLE WITH MICRODRIVES & INTERFACE 1 


° RGB 
INTERFACE 

£45.00 
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SPECTRUM 48K BUSINESS SOFTWARE 


MICRODRIVE CARTRIDGES 


BUSINESS PACK. £14.95p 

This suite of programs includes Sales Day Book, 
Purchase Day Book and Business Bank Account. 
These programs are being used by over 1000 
companies to produce VAT and annual accounts; 
the Purchase and Bank Account programs allow 
for analyses under 17 subheadings. The Sales 
programs produce statements of outstanding 
invoices. Both Sales and Purchase programs 
calculate VAT. 

INVOICING. £15.00p 

This program will print out invoices, calculates 
discounts and VAT. The program will calculate 
totals from unit prices. Up to 50 accounts with 250 
outstanding invoices. 

SALES/PURCHASE LEDGER INVOICING £25.00p 

This program is for use on microdrive or Opus Disc 
only. The program will print an invoice using a 
built-in price list and post the invoice to your 
customer's account. Will also print price list, 
statements, Ictaels, etc. 


BUSINESS GRAPHICS 


HISTO-GRAPH. £10.95p 

This program will enable you to present figures in 
histograms or pie charts. Displays 3 years as a 
direct comparison or 5 years to show a trend. A 
unique feature of this program is that all the figures 
can be printed with the histogram. 


Blank microdrive cartridges. £1.99p 

Microdrive storage box with 10 cartridges £22.45p 
Microdrive storage box with 20 cartridges £39.95p 


UTILITIES 


WORDPROCESSING 


TASWORD THREE by Tasman £16.90p 

This new version of Tasword is supplied on 
microdrive with the following features: 128 column 
print out, tabs, page footers, buffered typing, 
page headers, full insert mode, bulit mail merge. 

TASPRINT by Tasman Software £9.90p 

Use this program with Tasword Three to produce 5 
different fonts on a dot matrix printer. 


SPREAD SHEET 


OMNICALC 2 by Microsphere £14.95p 

This is the long-awaited micro-drive version of 
omnicalc complete with histograms and many 
other features. 


STOCK CONTROL 


STOCK CONTROL. £10.95p 

Handles 900 lines, including details of supplier. 
Program has full search facilities enabling you to 
search and update all lines from one supplier. 


DLAN by Campbell Systems £7.95p 

Use your Spectrum to sell your products. Dlan will 
display messages in up to 11 different typefaces. 
Will scroll text in any direction. 

TASWIDE by Tasman Software . £5.50p 

You can use this program within your other 
programs to display 64 columns on screen. 

MF-PRINT by Campbell Systems £6.95p 

Enables you to set a print format for your full-size 
printer within masterfile. Supplied complete with 
masterfile for £19.95. 

TASMERGE by Tasman Software £10.95p 

Allows you to transfer data from Masterfile into 
Tasword enabling you to use Tasword for mail 
merge. The program allows you to specify line and 
column of each field. For use on micro-drive only. 

TRANSEXPRESS by Romantic Robot £9.95p 

Micro-drive utility program which will enable you 
to back-up all your micro-drive cartridges. 

TASCOPY by Tasman Software £9.90p 

This program allows you to produce 3 sizes of 
screen copy using Interface 1. 



Ex VAT Inc VAT 


Philips 7502 monochrome 
Philips 8533 RGB + C/V 
Spectrum monitor lead 
Spectrum RGB interface 


£75.00p 
£250.OOp 

£10.00p 

£39.13p 


£86 25p 
£287.50p 
£11.50p 
£45.OOp 


PRINTERS 



DATABASES 


MASTERFILE by Campbell Systems £14.95|: 

This is one of the best database programs 
available for the ZX Spectrum. This program has 
many uses in a small business. 

SUPERFILE. £14.95* 

This is a new database program that stores pages 
of text 64 columns x 22 rows. The program includes 
word processing and full search facilities. 

V-NOTCH. £12.95r 

Index and Catalogue System, for collections of 
photographs, recipes, books, knitting patterns, 
stamps, etc. Up to 3500 items per file full search 
facilities. 


SUPADRIVE 


£995 


This program supplied on microdrive 
allows you to format a cartridge on the 
spectrum with 100-105K, retrieve 
corrupted files or print a full catalogue 
showing addresses and start lines 


ACCESSORIES 


Microdrive storage boxes . £4.95p 

RS 232 lead . £11.50p 

Monichrome monitor connector . £11.50p 

RGB monitor connector. £45.OOp 

Centronics interface .£44.90p 

3-/2" floppy discs . £4.81p 

Continuous Paper 2000 sheets . £12.98p 

Continuous Ictoels 1000 .£6.65p 

Add £1.00 post for labels. £3.00 post for paper. 


Dot Matrix 

Seikosha SP1000 RS232 . £150.00p £172.50p 

Seikosha SP1000 Centronis £179.00p £205.85p 

Brother M1109 .£185.00p £212.75p 

Epson LX86. £215.00p £247.25p 

Taxan Kaga £250.00p £287.50p 

Epson FX85 .£368.00p £423.20p 

DAISY WHEEL 

Silver Reed EXP 400 £215.00p. £247.25p 

Brother HR15XL.£430.43p £495.00p 

Delivery of monitors & printers .£5.75p 

Discovery 1 by Opus 180k .£115.00p 

Discovery 2 by Opus 360k £199.OOp 

Business Pack .£17.95p 

Sales/Purchase Ledger Invoicing .£25.OOp 

Tasword Three .£19.50p 

Stock Control .£13.95p 

Omnicalc 2.£21.90p 

Masterfile+MFprint .£22.95p 

Superfile.£14.95p 

V-Notch . £12.95p 

Histo-graph .£14.95p 

Dlan .£10.95p 

Transexpress .£14.95p 

Tascopy .£12.90p 

All programs supplied on 3 1/2" discs 

10x3 1/2" blank discs .£27.00p 

Box to hold 12 discs.£5.50p 



TRANSFORM LTD (DEPT. ) 01-658 6350 

Mail order only. 24 West Oak, Beckenham, Kent. BR3 2EZ 









































































































AVAILABLE NOW! 

the all purpose interface to take 
your Spectrum to the limit 



DISK INTERFACE 

★ Allows up to 1.6 Mb of storage on 2 drives 

★ Loads a full 48K program in 3.5 seconds 

★ Simple Basic Syntax 

★ Compatible with any standard drive - single or double 
density, single/double sided, 40/80 track, 3 , 3V?", 5W\ 

SNAPSHOT BUTTON 

★ Saves any program instantly - at any point you wish and 
as often as you like. 

PRINTER INTERFACE 

★ Compatible with the whole range of Centronics Parallel 
printers. 

★ Uses normal Sinclair commands - 
LUST, L PRINT, COPY 

★ Permits user defined and screen graphics. 


DUAL JOYSTICK PORTS 

★ Sinclair and Kempston compatible. 

NETWORKING 

★ Operating system allows Disciple to act as file server; 
shared access to printer and disc drive for up to 64 
Spectrums 

★ Interface 1 Compatible 



Use the disciple with any Spectrum - even the new Plus Two model. 


thedlSClPLE 


the ultimate disk, printer, joystick and network controller for the Spectrum £ 89.95 (inc VAT) 

Designed by Miles Gordon Technology for Rockfort Products (a trading division of Vignesh Ltd) 



To: Rockfort Products, 81 Church Road, London NW4 4DP 

Please send me POST FREE. 

@ £89.95 each, including VAT & P&P. 


(Quantity) DISCIPLE Interfaces 


For more information call us 
on 01-203 0191 or visit our 
London showroom for a 
demonstration 


I enclose CHEQUE/POSTAL ORDER for £. 

OR debit by ACCESS □ or VISA □ (tick as appropriate) 

cardno I 1 M I M i i i i I i i i i i 

EXPIRY DATE. 

SIGNATURE. 

NAME (Block Capitals) . 

ADDRESS. 


Postcode 


Overseas orders and trade enquiries welcome. Telex 946240. Ref. 190-12450 
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TEMPEST 


T empest is now a pretty old 
coin-op game - 
designed in an age when 
graphics were lines and 
shading and 3D hadn't been 
invented. 

So in one sense it's a bit odd 
that it's now been converted by 
Electric Dreams. 

The reason, though, is that as 
coin-op it was one hell of an 
addictive game. 

The plot sounds complex but 
the play couldn't be simpler. 
The Hyperspatial Wireways - 
travel tubes which connect one 
star system to another - have 
been infiltrated by pesky, odd¬ 
shaped, aliens. Their goal: to 
conquer your star system by 
shooting out along the tubes' 
channels. 

Your only weapon, the 
Zapper, spins around the rim of 
each wireway. Hit the Fire 
button and it releases an energy 
pulse which smashes the 
opposition. 

What this means is you get 
presented with a series of 
geometrical shapes on-screen, 
divided into segments (rather 
like slices of a cake). You zoom 
around the edge firing inwards 




- with your fire confined in the 
'slice' or channel from which it 
began. The aliens move out 
from the centre and mustn't 
reach the rim. So the gameplay 
means speeding around the rim 
firing down the sections where 
the aliens are nearest to the 
edge. 

If that sound dull, you'd be 
wrong. Completely. This is one 
heck of a frenetic game. 

There are eight alien-types. 
Some just move along one 
channel, some flip from channel 
to channel and others split into 
twirling crosses when you hit 
them with your Zapper. If a tube 
gets too hot with alien activity 
you can release an energy net 
which acts as a smart bomb and 
destroys everything on the 


FACTS BOX 


Not a patch on the coin¬ 
op original , but that's to 
be expected, it's pretty 
addicitive all the same 


TEMPEST 

Label: Electric Dreams 
Price: £8.95 
Memory: 48K/128K 
Joystick: various 


Reviewer: 







REVIEW 


wireway. There's only one net 
per screen so it's pretty much a 
last resort tactic. 

When you've cleared a screen 
it disappears and another zips 
up into its place. It'll be a 
different shape and, probably, 
more difficult than the last with 
more wires, extra twists for the 
Zapper to make a shorter length 
from end to end. 

The new tube may be a 
different colour, yellow and 
blue are favourites of this 
conversion, but they are 
nothing compared to the multi¬ 
coloured brightness of the 
original coin-op. 

Tempest is a brave 
conversion but doesn't really 
measure up to the original Atari 
coin-op masterpiece. The game 
was originally designed to use a 
trackerball and a joystick is an 
irritatingly inflexible substitute. 

The original also features 
rapid fire which is simultaneous 
with zapper movement. 

The Electric Dreams' Zapper 
has to be stopped before you 
fire and you can only make one 
shot at a time. That's not to say, 
however, that I won't be playing 
this Tempest long after you've 
read this review. The game is 
just based round such a strong 
ideal 



rings the changes a little on 
some traditional ideas. 

With a name like Terrorball it 
would be pretty surprising if 
this game lacked balls, or didn't 
have at least one. Sure enough, 
you bounce all over the place. 
You bounce slow or you bounce 
fast, it depends on the controls, 
but one thing is for sure - you 
bounce into a lot of things ahd 
hardly any of them do you any 
good. 

The screen is pretty clever, a 
fully scrolling 3D landscape 
(two-colours only of course) 
littered with assorted 
geometrical shapes and other 
peculiar objects. Very many of 
these objects wish to kill you or 
otherwise hinder your bouncing 
progress. Naturally there are 
other problems namely the 
nasty spiders (yuk) and the 
other ball-like-thing-with- 
flickery bits on it You can blast 
them and miraculously they 
turn into extra energy (and you 
need it) but they are incredibly 
difficult to hit. 


T he Streetwise label seems 
to be an arcade g&me off¬ 
shoot of Domark and in 
this guise Orbix the Terrorbal! 
has been released. 

It may not be a wholly 
originaj arcade game but it 


^iriy~originalbO'unce^ 

and perhaps lacking m 
Variety in Ihelongtenv 




ORBIX THE TERRORBALL 


There is a plot. It involves 
collecting six bits of a 
spacecraft, rescuing the crew 
and getting them off this distant 
planet. 

Getting the bits involves 
first finding a detector 
(a little white blip on a radar 
screen) then finding a factory 
droid (a cross on the screen) 
which is running away. You 
bounce furiously after it, trying 
not to bump into anything, if 


you catch it you blast it, it drops 
the part and you take it to the 
launch pad (with a time limit). 

I sort of enjoyed Orbix. The 
game looks pretty good, but I 
found it infuriatingly difficult, 
and ultimately, later levels get 
even more difficult, I think it 
might get a bit tedious. 

Still, not a bad start for the 
Streetwise label and could be 
an outside bet for the 
charts* 


Reviewer: 
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SPECTRUM 48K 


ANOTHER J-L4 ALL NEW! 
ALL ACTION! SUPER SCREENS 


Did you buy the no. 1 Arcade 
Smash Hit of 1986 - Gauntlet? If not, 
you certainly should have. If you did, 
then you'll be delighted to know that you 
can play another amazing 512 levels with 


play another amazing 512 levels with 
this super add on. 

Requires original Gauntlet to run this version. 

' 

CBM64/128, SPECTRUM 48/128K, AMSTRAD, MSX, ATARI 

IS | £4.99 cassette 

CBM64/128, AMSTRAD, ATARI, £6.99 disk 

ATARI ST £12.99 disk AT » ». 


U.S GOLD LTD., UNITS 2/3 HOLFORD WAY, HOLFORD, BIRMINGHAM B6 TAX. TEL: 021 356 3388 
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128K+2 



S you get a nice new shiny 128K+2 from 
Santa. You’ve read the book. You’ve 
played the games. Maybe you’ve even 
tried a program or two. 

Now what? Well, Basic is a great language 
for a good mess about. With just a few well 
chosen lines you can produce some rather 
nifty effects, and spice up most any program. 

If you know any veteran (like more than a 
couple or months) computer owners, you’ll 
probably have encountered the ‘code-snob’ 
syndrome. Betraying themselves with off the 
cuff lines like ‘Basic isn’t powerful enough’, 
‘Why don’t you do it in machine code?’ and 
‘Spectrum Basic is too slow for anything’. 

Code-snobs desperately try to cover up the 
fact that they can’t actually program for toffee- 
coated peanuts. And you, gentle reader, can. 
To prove it, just show the offending snob one 
of the following routines. And watch their jaw 
drop. 

Let’s start off on the outside, and work our 
way in. As you’ll know from reading your 


Abandoning the colours for a moment, we’ll 
amplify on the sound. Part 19 of the manual 
mentions almost in passing that the Beep 
command, although superceded by Play for 
musical purposes, can be used for special 
effects. It’s true, it can. And Listing 2 shows you 
how. In this area more than most a little 

10 REM listing Z 
20 LET h±*h«30i LET 1ow=*~30: L 
ET inc = 3* 5 

30 FOR f»low TO high STEP inc 
40 BEEP ,02. f: BEEP .02.F-12: 
BEEP .02 t 12-f 
50 NEXT f 
60 GO TO 30 

experimentation goes a long way. Try putting 
more Beep instructions in Line 40, with the 
second number generated by a little maths 
from the For ... Next loop variable. If that sort 
of thing doesn’t mean much to you, then just try 
out instructions like Beep .05,F/3 or Beep 
.05,F+7. Or even both. 

The worst that can happen is an error 
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manual, the area around the edge of the screen 
is called the border. It can be set to one of the 
eight colours by using, unsurprisingly, the 
Border command. Just one colour at a time, 
right? well, no. In fact, by a little technical 
magic, the border can be persuaded to poly- 
chromatify prettily. What does polychromatify 
mean? Either cheat and look it up in a 
dictionary, or type in Listing 1. 

Good, no? It works by relying on the fact that 
Basic can do a few things quite quickly, and 
Border is one of them. It’s fast enough to get a 
few different colours on to the border in the 
time it takes to produce one TV picture (l/50th 
of a second, since you ask). The instruction 
Pause 1 makes the computer wait for a TV 

10 REM Listing 1 

20 PAUSE 1 

30 BORDER Is BORDER 2: BORDER 
3i BORDER 3: 

40 GO TO 20 

picture to start, otherwise the colours start at a 
different place each picture. 

Because the computer spends all it’s time 
just keeping the pattern going, you might think 
that the effect is of novelty value only. Well, 
that’s almost true. You can use it to jazz up a 
‘Press any key’ type of prompt, like so: 

100 PRINT “Press any key when ready” 

110 PAUSE 1: BORDER 1: BORdER 2: BORDER 4: 
IF INKEY$ = “” THEN GOTO 1110 

As fans of cricket will well know, the word 
Border is closely associated with the word Out. 
Much the same is true in Basic, and the 
command Border 4 is almost the same as Out 
254,4. However, the Out version can also drive 
the sound output of the Spectrum. If you 
change Listing 1 so that all the Borders are 
replaced with Out 254, and add 24 to every 
second colour number, the Spectrum will 
make a low pitched buzz as the pattern is 
produced. I thought you’d be impressed. 


message from the computer saying ‘B - integer 
out of range, 40:2’. This is the poor Spectrum 
complaining that you tried to make it Beep out 
of range. Somewhere along the line, one of the 
Beep instructions generated a number which 
that computer can’t cope with; to fix it, make 
the value of the variable called High smaller, 
or change the Beep instruction at fault. This 
sort of thing is called debugging, and is an 
essential part of programming. 

For a few more ideas, try changing the 
values of Low, High and Inc. There’s no reason 
why Low can’t be bigger than High, but you’ll 
have to make the value of INC negative if it is. 
If you’re feeling really keen, try varying the 
duration (the first number) by making it part of 
another For... Next loop. If you’re a little 
unsure about loops and all that then have a 
squint at Part 4 of the manual. It’ll soon put you 
on the right track. 

Back to the screen. There’s a lot of things 
that you can do with plain text that aren’t 
obvious from the manual. As almost all 
programs at some stage print text on to the 
screen, a little imagination and a bit of thought 
can spice things up no end. For starters, 
although it’s easy to put text up in any colour 
your heart may desire, there’s no obvious way 
to change the colours of stuff already on 
screen. You can use the Poke command, but 
it’s quite a time consuming process and if you 
get something wrong you can crash the 
10 REM lietin® 3 
20 DIM a$(704) 

30 FOR f = 10 TO 70 STEP 5 
40 CIRCLE 100.100.f 
50 NEXT f 

60 INPUT " Pick INK ";±;" and 
PAPER ”;p 

70 BORDER p 

80 PRINT AT 0,0{ INK 1; PAPER 
p; OVER 1;a$ 

90 GO TO 60 
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computer and lose your program. A much 
faster and safer way involves the magic word 
Over. 

Over 1 (see Part 16 of the manual) is really 
designed to help graphics to be mixed 
together. It does this by not erasing what’s on 
the screen when something is Printed, Plotted 
or Drawn. However, it has a side effect of 
changing the colours on the screen to the latest 
setting. So, if you print a space on to the screen 
with Over 1, the text already there won’t 
change at all, but the colours will. Listing 3 
shows this in action. It recolours the whole 
screen, and uses the fact that when the 
Spectrum does a Dim A$, it fills A$ with a 
character that prints as a space. A$ can be 
thought of as just an ordinary string which is 
704 characters long - the number of characters 
that fit on to the screen. 

There’s no reason why you have to recolour 
the entire screen; by using a shorter string and 
Print At. .., you can change as much or as little 
of the screen as you want. You should be able 
to manage the cycling colour effect as seen on 
Defender and other much loved games, by 
recolouring a single line fast. Listing 4 gives 
the general idea. 

10 REM Hating 4 

20 INK 7: PAPER 0; BORDER 0: C 
LS 

30 DIM &$(32) 

40 PRINT AT 7.0;" Your messa 
ge goes here..," 

50 FOR f=0 TO 7 

60 PRINT AT 7.0; OVER 1? INK f 
; a$ 

70 PAUSE 2 
80 NEXT f 
90 GO TO 50 

Of course, there’s more than one trick to 
play with a piece of string. A popular effect is 
the sideways scrolling of a message that’s too 
long to fit on to one screen line at once. It’s a 
doodle to do from Basic as well. The idea is to 
extract one screen line’s worth of text from the 
string, print it and then do the same again one 
character further along. It might sound a bit 
complicated, but Spectrum Basic makes it 
quite easy with a function called string slicing. 

It’s explained in some detail in Part 8 of the 
manual, but there aren’t many practical 
examples of slicing in action. In essence, if you 
have a string of characters called 0$ (for 
example), you can just print 32 characters from 
that string using PRINT Q$(l TO 32). Of course, 
you don’t have to print the same 32 characters 
every time, and if you print the 1st to the 32nd, 
then the 2nd to the 33rd and so on, you’ll get 
the sideways scrolling effect we’re on about. 

10 REM listing 5 
20 INPUT "Your message, please 
"; < 3 $ 

30 IF LEN q$<33 THEN LET < 3 $~q$ 

"+q$; GO TO 30 
40 FOR f«l TO LEN q$ 

50 IF f+32<LEN q$ THEN GO TO 1 

00 

60 PRINT AT 7.0;q$(f+l TO ){q$ 

( TO 32+T-LEN q$) 

70 PAUSE 3 
80 NEXT f 
90 GO TO 40 

100 PRINT AT 7.0; <3$ (f TO f + 31) 

110 GO TO 70 

Listing 5 uses the technique to display any 
message you type in. Another thing that gets 
used in this listing is Len - a function that tells 
the computer how many characters there are 
in the string. This is important because if the 
computer tries to look at a part of the string 
that isn’t there, like the 11th character in a 58 
string that’s only 10 long, it’ll stop with an error. 
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TASWORD128 

TASWORD THREE 


TASWORD PLUS TWO 



Tascopy 

THE SCREEN COPIER 


ZASprctriai 

Tasword Two 

THE WORD PROCESSOR 

TASWORD TWO for the ZX48K Spectrum 
cassette £13,90 microdrive cartridge £15,40 

" Without doubt the best utility I ha ve reviewed for 
the Spectrum " 

HOME COMPUTING WEEKLY APRIL 1984 
“ Ifyou have been looking fora word processor, then 
look no further" CRASH JUNE 1984 

With 64 characters per line on the screen and a host 
of useful features TASWORD TWO is the ideal 
cassette based word processing package for the 
Spectrum owner. 

Tasprint 

THE STYLE WRITER 

TASPRINT for the ZX 48K Spectrum 
cassette £9,90 microdrive cartridge £ 11,40 

A must for dot matrix printer owners! Print your 
program output and listings in a choice of five 
impressive print styles. TASPRINT utilises the 
graphics capabilities of dot matrix printers to form, 
with a double pass of the printhead, output in a range 
of five fonts varying from the futuristic Data-Run to 
the hand writing simulation of Palace Script. A 
TASPRINT gives your output originality and style! 
The TASPRINT fonts are shown to the right together 
with a list of compatible printers. 


Buy a Tasword for your Spectrum and get a word processing program that is: 

Easy to use. Just load the program and type in your text. If you do need help then it's there on the 
Tasword screen. 

Packed full of features. The new generation of Taswords seta new standard in word 
processing on the Spectrum computers. 

Designed for YOUR computer. There is a Tasword for each Spectrum computer. 
Each Tasword is designed to make the best use of the keyboard and memory on 
your Spectrum. 


Tasman Printer 

INTERFACE 

TASPRINT PRINTER INTERFACE for the 
ZX Spectrum £29,90 
RS232 Cable forZX Interface 1 £14,50 

Plug into your Spectrum and drive any printer fitted 
with the Centronics standard parallel interface. 
Supplied complete with ribbon cable and driving 
software. The user changeable interface software 
makes it easy to send control codes to your printer 
using the method so successfully pioneered with 
TASWORD TWO. The cassette contains fast 
machine code high resolution full width SCREEN 
COPY SOFTWARE for Epson, Mannesmann Tally, 
Shinwa, Star, Tandy Colour Graphic (in colour!) 
printers. TASCOPY shaded screen copy software for 
this interface (value £9.90) is INCLUDED in this 
package. 

The TASCOPIESand TASPRINTS drive all Epson 
compatible eight pin dot-matrix printers eg. 

BROTHERM1009 

AMSTRADDMP2000 NECPC8023B-N BR0THERHR5 

EPSONFX-80 MANNESMANN TALL YMT-80 SHINWA CP-80 

EPSONRX-80 STARDMP501/515/5610 DATACPANTHER 

EPSON MX-80JYPEIII COSMOS-80 DATACPANTHER II 

COdPACTR - bold and heavy, good for eiphasis 

CflTfi-RULi - n f JTliftl 51IC SCRIPT 

LECTURft LioHT - clean and pleasing to read 

MEDIfiM _ a serious business-like script 

P'.LD.lt-c dt.RJPj - a cLuot.li'uct.i'C'd lotit 

TASPRINT output shown at less than half-size. 


TASCOPY for the ZX Spectrum with Interface 1 
cassette £9,90 microdrive cartridge £11,40 

The Spectrum TASCOPY is for use with the RS232 
output on ZX Interface 1. It produces both 
monochrome (in a choice of two sizes) and large 
copies in which the different screen colours are 
printed as different shades. With TASCOPY you can 
keep a permanent and impressive record of your 
screen pictures and diagrams. A list of printers 
supported by TASCOPY is given to the left. 

Tas-Diary 

_ THE ELECTRONIC DIARY _ 

TAS-DIARY for the ZX48K Spectrum and 
microdrives. Cassette £9,90 

Keep an electronic day-to-day diary on microdrive! 
TAS-DIARYincludes a clock, calendar, and a separate 
screen display for every day of the year. Invaluable 
for reminders, appointments, and for keeping a 
record ofyourday. Thedata for each month is stored 
as a separate microdrive file so that your data fora 
year is only constrained by the microdrive capacity. 
TAS-DIARY will work for this year, next year, and 
every year up to 2100! Supplied on cassette for 
automatic transfer to microdrive. 
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THE TASWORD WORD PROCESSORSs- 
TASWORD THREE — for the ZX48KSpectrum - Microdrive £16.50 
TASWORD128- for the ZX Spectrum 128-Cassette £13.90 
TASWORD PLUS TWO -for the ZX Spectrum +2- Cassette £13.90 


Taswide 

THE SCREEN STRETCHER 


TASWIDE for the ZX48K Spectrum 
cassette £ 5.50 

With this machine code utility you can write your 
own Basic programs that wifi, with normal PRINT 
statements, print onto the screen in the compact 
lettering used by TASWORD TWO. With TASWIDE 
you can double the information shown on the screen! 

TASWORD THREE 

FOR OPUS DISCOVERY 

A special version of TASWORD THREE for the 
Opus Discovery disc drive. Disc £ 19.50 


ZX Spectrum 128 

Tasword 128 

THE WORD PROCESSOR 
TASWORD 128 for the ZX Spectrum 128 
_ cassette £ 13.90 _ 

TASWORD 128 has been especially developed to 
use the additional memory of the 128K Spectrum. 
This gives text files that are over 60K long - this is 
about ten thousand words! TASWORD 128 has all 
the features of TASWORD THREE (mail merge only 
when transferred to microdrive). TASWORD 128 is 
supplied on, and will run on, cassette. TASWORD 
128 is also readily transferred to microdrive by 
following instructions supplied with the program. 


Available from good stockists and direct from: 



1 SOFTWARE C 


Sinclair OL 

QL is a trademark of Sinclair Research Ltd 

TascopyQL 

THE SCREEN COPIER 


TASCOPY QL for the Sinclair QL 
microdrive cartridge £ 12.90 

TASCOPY QL adds new commands to OL 
Superbasic. Execute these commands to print a 
shaded copy of the screen. Print the entire screen or 
just a specified window. TASCOPY OL also produces 
large "postersize " screen copies on more than one 0 
sheet of paper which can be cut and joined to make 
the poster. _ 

TasprintQL 

THE STYLE WRITER 

TASPRINTQL for the Sinclair QL 
microdrive cartridge £ 19.95 

TASPRINT OL includes a screen editor used to 
modify files created by other programs, such as 
QUILL, or by the user from Basic. These modified files 
include TASPRINT control characters and may be 
printed, using TASPRINT, in one or more of the 
unique TASPRINT fonts. 


Springfield House, Hyde Terrace, Leeds LS2 9LN. Tel: (0532) 438301 

If you do not want to cut this magazine, simply write out your order and post to: TASMAN SOFTWARE, DEPTSU, SPRINGFIELD HOUSE, HYDE TERRACE, LEEDS LS29LN 


j / enclose a cheque/PO made payable to TASMAN Software Ltd OR charge my ACCESS/VISA number: . 



ITEM 

PRICE 


| NAME 

£ 


ADDRFSS 

£ 


£ 

Outside Eu rope add £ 1.50 per item airmail. 

£ 


Telephone Access/Visa orders: Leeds (0532) 438301 

1 Please send me a FREE Tasman brochure describing your products for: Spectrum QL MSX Amstrad Commodore 64 

TOTAL £ 


Tatung Finstein 

SU 
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And finally, a couple of biggies (well, 
biggie-er), one to show how it doesn’t take 
much in the way of Basic to make the core of a 
potentially useful program, and one to leave 
running for a few minutes while you put that 
code snob’s jaw back into place. It’s of no 
great consequence, but it looks pretty nifty. 
And it shows how some very simple maths (no, 
don’t go away) can spruce up a little graphical 
jiggerypokery (such a lovely word). The first 
one - Listing 6 - is am implementation of a toy 
that was popular a few years ago, called Etch- 


a-Sketch. 




10 

REM 

Listing 6 - drawing 


20 

LET 

x=30: LET y=30: 

LET 

dot 

= l 

30 

OVER 1: PLOT x.y: PAUSE 

3: 

PLOT 

x, y: 

PAUSE 3: OVER 

0 


40 

LET 

x=x+(INKEY$="p" 

AND 

x<2 

55)- 

(INKEY$="o" AND x>0) 



50 

LET 

y=y+(INKEY$="q" 

AND 

y<l 


74)-(INKEY$="a" AND y>0) 

60 IF INKEY$ = " ** THEN LET dot = 
NOT dot: BEEP .1,5 

70 IF dot THEN PLOT x,y 
80 GO TO 30 


It’s simple enough. You press one of the 
keys 0,P,Q or A, and a line appears on the 
screen, growing in the direction of the key. 
Pressing Space once allows you to move the 
drawing point without leaving a line behind, 
pressing it again turns the line back on. As it 
stands, there’s no way to rub out a line or 
change the colours. But you can work those 
out, can’t you? Other innovations you might like 
to consider include a way of storing lots of 
screen in the Ram disc (Part 20 of the manual); 
printing out a copy of the screen to a printer 
(Part 21) or printing text where the drawing 
point is. And if you’ve got a joystick, you might 
like to use that instead of the keyboard. 

The second program - Listing 7 - is a little 


10 REM listing 7 - K/LIDO 
20 PAPER 0: BORDER 0: CLS 
30 INK RND*7: BRIGHT RND 
4O LET x= 1 + RND*126: LET y = l 


RND*86 

50 LET a=x: 

00 

60 ' LET 
70 LET 
B 1000 

80 LET b=174-y: 


LET b=y: GO SUB 10 


17 4-y: 
255-x: 


GO SUB 1000 
LET b=y: GO SU 


GO SUB 1000 

90 GO TO 30 

1000 PLOT a, b: PLOT a+l,b: 
a+l,b+l: PLOT a,b+1 
1010 RETURN 


PLOT 


kaleidoscopic. It treats the screen as being 
divided into four quarters, and anything it plots 
in one gets ‘reflected’ into the other three. The 
clever bit with the Spectrum lies in getting the 
point size right. If it’s too small, like just a single 
pixel, then the colours for each point will tend 
to clash. It it’s too big, like a complete 
character, then the overall effect will tend to 
be a bit crude. The program plots four pixels 
per shot, you might like to change it and watch 
the results. 

With the ingenuity and expertise that you’ve 
acquired you can incorporate the recolouring 
scheme mentioned earlier into the program, so 
that if a key is pushed a new colour scheme 
appears. Or then again, you might like to give 
a kaleidoscope option to the drawing 
program. That’s the nice thing about Basic; it 
makes it easy to just try things outB 


Rupert Goodwins 


SOFT TOP 10 


Y ou can see hundred and hundreds of 
software titles spilling over the shop 
shelves. What you really want is an 
absolutely definitive, clear as crystal guide to 
the ten best games there have ever been on 
the Spectrum so that you can kick off your 
collection of software with solid gold all time 
Classics. 

Here, asdefinitive as these things can ever 
be, is the Top Ten (recentish) games on 
the Spectrum ever (Oh God, I can see the 
postbag now) And they're NOT NECESSARI¬ 
LY IN ORDER!! 


• Trivial Pursuit £14.95 
Domark. Style: Board 
game conversion 

A board game you would have thought 
could never be computerised, yet Domark 
and programmers ODE have done a specta¬ 
cular job. The game features a new set of 
questions some specifically included to fea¬ 
ture the sound and graphics facilities of the 
machine. You can still argue about the 
questions/let people off/give hints and if you 
fall over from alcoholic liquids there are no 
pieces to job. 

r If you like this one try: Scrabble 
(Leisure Genius) - grade A conversion of the 
original or Monopoly (Leisure Genius) - 
sounds impossible, it isn't 
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press to throw, or ENT 
for Options, dohn 


• Starglider £14.95 
Rainbird. Style: 3D space 


game 

Technically astounding with animated 3D 
graphics. You zoom over a planet surface 
which looks like New York at night. Giant 
Walkers stomp over the landscape, gun 
emplacements launch geometric missiles and 
giant towers linked by power lines provide 
your only means of refuelling. Stunning. 

r If you like this one try: Elite (Rainbird) — 
3D space fighting and trading game with lots 
to it or Academy II (CRL) very complex 
multi-part planet skimming extravaganza. 
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• Tommahawk £9.95. 
Digital Integration. Style: 
Simulation 

Possibly the most realistic of the simulations 
of the Spectrum. You fly a helicopter which 
features accurate control response and 3D 
view of the outside world. There are all kinds 
of variation of weapon combination and you 
get to attack both tanks and aircraft as part of 
a strategic game. 

r If you like this one try: Strike Force 
Harrier (Mirrorsoft) - simulation of a har¬ 
rier jet with good graphics and genuine 
strategic element or Fighter Pilot (Digital 
Integration) — perhaps the best jet aircraft 
simulation there is 



...JUST WHAT 
ARE POKES? 


TT fter you’ve been killed for the fortieth 
JLX time by some marauding alien, it’s only 
JL Ji natural to get the urge to, well, cheat. 

And who are we to deny you such 
pleasures? You’ll find lots of information 
hidden away within the pages of this very 
magazine to help you do away with aliens and 
the enemy with consumate ease and minimal 
personal risk. It’s called Poking. 

But the art of the Poke, as exemplified by Jon 
Riglar, is a mystery to many a neophyte (that’s 
posh for new user, natch). 

So here’s a short guide to what it does, how it 
does it and how to make it all work. 

Every Spectrum game consists of a set of 
programs and data. These programs and data 
are recorded one by one on to tape, and are 
known in the trade as files. The first file on a 
tape is invariably a Basic program, which then 
runs and loads in the succeeding files. These 
are the loading screen, the game itself and any 
data that it might need. 

To trick the game into giving you infinite 
lives, unhmited energy or millions of missiles, 
you need some subtle alterations to these files. 

Problem one: they are invariably in machine 
code and unhstable to the average 
gamesplayer. The idea here is to let other 
people do the hard work, and then let them 
write in to Riglar. All you have to do is buy the 
magazine. Not difficult. 

Problem two: how to get the published 
Pokes from the page into your machine, where 
they can get to work. 

You’ll notice that they’re all in the form of 
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• Zub £2.99 Mastertro- 
nic. Style: Trad, arcade- 
style budget game 

A simple idea beautifully executed and 
featuring some of the best sound ever heard 
on the Spectrum. You control Zub, an inoffen¬ 
sive looking alien as you ride a series of 
platforms and attempt to get off a planet. The 
problem is there are these aliens who keep 
knocking you back to square one. Infuriating 
and cheap. 

r If you like this one other cheapies are: 
Knight Tyme (Mastertronic) — lots to do and 
lots of problems to solve and it only costs 
£2.99 or Molecule Man (Mastertronic) is just 
as cheap and is a nifty 3D arcade game 


i 
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short (and not so short) programs. Type them 
in like any other program, and run them. After 
a short pause, they’ll ask you to play the game 
tape, which you should do as per usual. If you 
find that nothing much happens, then check 
your program against the listing in the 
magazine. There are usually a lot of numbers, 
all of which have to be dead right. One number 
missed out, or mistyped, and the whole 
caboodle will most likely go phut. 

The programs work by replacing that first 
Basic progam on the tape. They’ll load in the 
games files as before, but before starting the 
game itself they make a few changes to the 
code, so that you never ever die. 

If there aren’t any Pokes for your favourite 
game, you might like to have a go at finding 
them yourself. The first step is to get at the 
Basic program that comes first on the tape. To 
do this, you’ll have to stop it automatically 
running as soon as it’s loaded in. 

That’s simpler than it sounds, instead of 
using Load to get going, use Merge This 
will load in the program, but won’t let it Run. 
You can then examine the Basic in the same 
way as any other program, by using the 
Spectrum editor. 

Somewhere towards the end of the Basic, 
you’ll see a line like Load Code:Randomize 

Usr 32010 

This is the place where the game code is 
loaded in, and the Randomize Usr is the thing 
that gets it all running. If you replace the 
Randomize... with a Stop command, the 
computer will load in the code and stop. You 
can then browse through the game, and try 
and spot what’s happening. However, because 
it’s all in machine-code before you can look: a 
disassembler, some time and a bit of 
experience. And those you’ll have to get for 
yourself! ■ 

Rupert Goodwins 



• Terrors of Trantoss 
£7.95 Ariolasoft. Style: 
adventure 

Always difficult to decide that one adven¬ 
ture is better than another. This is a good 
combination of atmospheric graphics and 
location descritpions, sophisticated language 
analysis and witty and inventive puzzles (you 
have to control two people — sometimes 
simultaneously). 

r If you like this one you should try: The 
Pawn (Rainbird) — very sophisticated text- 
only adventure, The Boggit (CRL) - a 
genuinely funny parody of The Hobbit or 

Jewels of Darkness - Rainbird, a giant 
trilogy of classic adventures 


• The Writer £14.95 
Softechnics. Style: doing 
useful things at play 

Of all the serious things you could do with 
your Spectrum, experience shows the most 
likely thing you are to actually do is use it for 
wordprocessing. There are a number of good 
wordprocessors for the Spectrum but this has 
perhaps the most features and most flexibility. 

r If you like this one try Artist II 
(Softechnics) — a graphics package compati¬ 
ble with The Writer to give you a mini page 
make-up tool 

• Alien 8 £9.95* US 
Gold. Style: Solid 3D 
arcade game. 

Why the asterix? Because this superb game 
written by Ultimate is currently available in a 
'best of package with several other excellent 
games for £9.95. It features animated 
graphics than look like cartoons and stunning 
gameplay that makes full use of the 3D 
techniques. 

r If you like this try: Batman (Ocean) — 
similar style of graphics but even bigger with 
possibly even more fiendish problems than 
Alien 8 or Nosferatu (Piranha) - similar 
looking game with complicated plot based 
around Dracula 




• Uridium £7.95 Hew- 
son. Style: Shoot 'em up 

Astonishingly difficult space game with 
hosts of high-speed blasting and speed of 
light dodging. It looks great and is just about 
the fastest arcade game around 

r If you like this try: Lightforce (Faster 
Than Light) - big graphics, lots of colour 



• Doomdark's Re¬ 
venge £9.95* Beyond. 
Style: Graphic adventure 

It's asterix time again. This superb game is 
currently packaged with assorted other 
goodies on a 'best of Beyond' tape. Doom- 
dark is a strategy game where you control 
vast armies and move them across magical 
landscapes. Unlike conventional strategy 
games it features superb true-to-perspective 
graphics where objects grow larger on 
screen as you move towards them. 

V If you like this try: Runestone (Fire¬ 
bird) — neat mix of strategy, 
graphics and adventure 


• Sacred Armour of 
Antiriad £7.95 Palace. 
Style: Platforms and lad¬ 
ders 

Well not really platforms and ladders, but it 
is all around judgement, timing and skill. You 
seek out a suit of invinvibility. This involves 
much jumping (complete with waving hair) 
and dodging as a vast number of unlikely 
objects attempting to smash you to bits. More 
varied than most of such games. 

r If you iike this try: Dynamite Dan II gQ 
(Mirrorsoft) — excellent ladders and platforms 
with some stunningly inventive backgrounds 
and plenty of fresh ideas or Jet Set Willy 
(Software Projects) 
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1 REM Pattern generator 

2 REM By A1lister Brimble '86 

3 GO SUB 2000: REM instruct. 

9 REM Initialization 

.10 INPUT "Enter pattern comple 
xity(l-9> "; cl 

11 IF cl>9 OR cl< 

10 

12 
20 
30 
40 
50 
60 
70 
80 

(cl ) : 

90 
100 
tern 
110 
ram 


:l THEN GO TO 


a*=INKEY* 
wi=254 
hi=174 
cx=wi /'2 
cy=hi/2 
mx=wi/2 
my=hi/20 
x (cl): DIM y (c 1) 

DIM w(cl) : DIM c(cl) 

GO SUB 680 

PRINT AT 7,0;;" (1) Make 
•from shapes. " 

PRINT ''"(2) Make pattern 
dots." 


LET 

LET 

LET 

LET 

LET 

LET 

LET 

DIM 


Crazy Patterns 

by Allister Brimbie 

I are’s a very simple program to 
help new owners get the hang of 
what the Spec can do graphically. 
Type it in and Run it. There are full 
instructions in the program. 







DIM v 

pat 
-f 


V (j )=v( j )+v 
w (j)=w(j)+w 
x (j)=x(j)+v(j) 

y(j)=y(j)+w(j) 
LET 


PRINT AT 20,0;"ENTER THE NU 
OF YOUR CHOICE" 

INPUT d 

IF d>2 OR d<1 THEN GO TO 1 


120 
MBER 
125 
130 
20 

140 REM 

145 INPUT 
;paper 

146 INPUT 
";border 

143 PAPER paper: BORDER border 

BRIGHT Is CLS 

150 GO SUB 560 

160 LET v=0 

170 LET w=0 


"Enter Paper colour " 
"Enter Border colour 


x (j)=l: 
LET y(j)=1: 
LET x(j)=w 
LET y(j)=h 

INVERSE 1; x(c 
LET oy=y(cl) 

DRAW x(j)-ox,y 


1B0 

190 

LET q*-INKEY* 

IF q*="a" THEN 

LET w=2 

200 

IF q*="z 

" THEN 

LET w=-2 

210 

IF q*="n 

" THEN 

LET v=—2 

220 

IF q*="m 

" THEN 

LET v=2 

230 

IF q*=" 

" THEN 

GO SUB 560 

240 

IF q*="q 

” THEN 

GO SUB 480 

250 

IF q*="w 

" THEN 

GO SUB 520 

260 

IF q*="s 

" THEN 

GO SUB 650 

261 

IF q*="c 

" THEN 

COPY 

262 

IF q*="d 

" THEN 

SAVE "patte 

rn"SCREEN* 

263 IF q*="r 

" THEN 

PAPER 7: IN 

K 0: 
270 
283 

CLS : GO 
FOR j=l 
IF v(j)< 

TO 10 

TO cl 

-mx THEN LET v(j)= 

-m 

293 

IF v(j)> 

mx THEN 

LET v(j)=m 

X 

303 

IF w(j)< 

-my THEN LET w(j)= 

-my 

310 

IF w(j)> 

my THEN 

LET w(j)=m 


320 LET 
330 LET 
340 LET 
350 LET 

360 IF x (j)<l THEN 
LET v(j)=-v(j) 

370 IF y(j)<1 THEN 
LET w(j)=-w(j) 

380 IF x(j)>wi THEN 
i: LET v(j)=-v(j) 

390 IF y(j)>hi THEN 
i: LET w(j)=-w(j> 

400 NEXT j 
410 PLOT OVER 1; 

1),y(cl) 

415 LET ox=x(cl): 

420 FOR j=l TO cl 
430 INK c(j) 

440 IF d=l THEN 
(j)-oy 

450 IF d=2 THEN PLOT x(j),y(j) 
455 LET ox=x(j): LET oy=y(j) 

460 NEXT j 
470 GO TO 160 
480 FOR i=1 TO cl 
490 LET v(i)=—v(i) 

500 NEXT i 
510 RETURN 
520 FOR i=l TO cl 
530 LET w(i)=-w(i) 

540 NEXT i 
550 RETURN 
560 CLS 

570 FOR i=1 TO cl 
580 LET x(i> =cx 
590 LET y(i)=cy 

600 LET v(i)=ABS INT (RND*(1)*1 
2 - 6 ) 

610 LET w(i)=ABS INT (RND*(1)*1 


NEXT 

PLOT 


OVER 1; INVERSE 1;cx, 


RETURN 

LET q*=INKEY* 


660 

670 

680 

690 

700 


THEN GO TO 650 


IF q*<>' 

RETURN 

CLS 

FOR i=1 TO cl 
PRINT "Enter colour 


(1-7) -f 


or point " 
710 INPUT 
720 
725 
730 
2000 
VER 


l 

c (i ) 

NEXT i 
CLS 

RETURN 
PAPER 7: 

0: BRIGHT 


2010 
T I 
2020 


PRINT 
O N S' 
PRINT 


INK 0: BORDER 0: 0 
0: INVERSE 0: CLS 
0,5;"I N S T R U C 


AT 
AT 0,4; 


OVER 1;' 


2030 PRINT AT 3,0;"With pattern 
generator you can"'"make complex 
patterns from dots"'"or shapes. 
"''"While the computer is drawin 
g,"'"the keys are as follows..." 
'" 'A' bends the trail upwards 

"'" 'Z' bends the trail downwa 

rds"'" 'N' bends the trail lef 

t"'" 'M' bends the trail right 


2040 
ti on 
ight 
of 


PRINT " 'Q' changes direc 

of dots"'" from left to r 
''" 'W' changes direction 

dots"'" from up to down"'' 


'S' freezes the pattern on"' 
the screen,<SPACE> unfreezes 


2060 

AT 3,0;" 
tape in"'" 
'C' Copy 



2050 PRINT 
r (y/n)?" 

2060 IF INKEY*= 

GO TO 2090 

2070 IF INKEY*="n 

090 

2080 GO TO 
2090 CLS 

2100 PRINT 
pattern to 
format"''" 

Printer" 

2101 PRINT 
of program 

2110 PRINT 
ty defines" 
dots there" 

2120 PRINT 
ts choose 
each dot." 

2130 PRINT 
r (y/n)?" 

2140 IF INKEY*=' 

GO TO 10 

2150 IF INKEY*= 

0 

2160 GO TO 2140 


"Copy to ZX Printe 
y" THEN COPY : 
THEN GO TO 2 


'D' Saves 
screen* 
pattern to 


'R' goes to start 

The pattern complexi 
"how many trails of 
"will be." 

' ,l For the best resul 
the"'"same colour for 

;0;"Copy to ZX Printe 

THEN COPY : 

THEN GO TO 1 
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C ranking the machine 
beneath me up to 140 
mph I broke out of the 
bend and rocketted away from 
the other riders, up the long 
straight. The surrounding 
scenery blurred into coloured 
smudges as the bike hurled 
itself forward, stretching every 
cylinder to breaking point. 


I reckoned I was doing really 
well, because it takes a fair bit of 
imagination to get that excited 
about Super Cycle. 

The game was initially 
programmed on the 
Commodore in the States by 
Epyx, the people who brought 
you the splendid Games series 
of sports simulations. Now it's 



FACTS BOX 

A major disappointment. 
Everything is just very > 
very adequate. Epyx 
should try to get its 
name taken off it 


SUPER CYCLE 
Label: Epyx 
Price: £7.95 
Memory: 48K/128K 
Joystick: various 





been converted across by US 
Gold and, compressed from a 
multi-load 64K program to a 
single-load 48K. 

And as might be expected, it's 
a disaster. 

Not really a surprise then to 
find the conversion's been done 
by Ian Weatherburn who's 
responsible for other dodos like 



REVIEW 


Ocean's Highlander and It's a 
Knockout. 

Super Cyle is really Pole 
Position on bikes. 

Finding yourself on the grid, 
flanked on either side by a 
mysterious rider - looking 
exactly like you - the clock 
begins to tick, and you're off. 

"Racing has never been so 
furious" burbles the text, 
rubbish! Even more ridiculous 
is the statement: "Push it over 
the limit, and you crash." 

It's almost impossible to 
crash. You can ride right 
through other players without 
any fear of even being bumped 
a bit. The only way I found to 
crash was to ride straight at one 
of the big signs on the side of 
the road. This is not the mark of 
a good game is it?B 



holes give you the game. 

First take notice of the wind 
speed and direction. When you 
place the direction of your shot 
with the cross-hair cursor, you 
may need to compensate for 
the force nine gale that's 
blowing across the scene. At 
this stage you also choose 
whether to slice, swinging to 
the right, hook, curve to the left, 
or send the ball straight down 
the middle. 

Pressing Fire takes you on to 
club selection. One advantage 
that micro golfers have over 
their real-life counterparts is an 
accurate measure of how far 
they are from the hole. Using 
the inlay card's guide to the 
average length of shot given by 
each club, you can ask your 
caddy for a number nine iron 
without fear of fits of laughter. 

Finally, you have to make the 
shot, and its strength is 
controlled by the time 


I t's been a while since I've 
donned the plus fours and 
strolled out on to the greens 
of my Spectrum, but here 
comes Imagine, determined to 
prove that there's life in an old 
genre yet. 

Golf simulations have been 
around since the start of home 
computing, but today's 
programs push their 
predecessors into the pitch- 
and-putt league. 

Whereas once a round of ball- 
bashing consisted of nothing 
more than guessing the angle 
needed to connect Point A (the 
ball) to Point B (the hole), now 
you even get an animated 
golfer taking a swing. 

As you might expect from a 
Kona mi conversion, Golf is 
strong on these graphic 
touches. Before you even leave 
the clubhouse you'd better 
realise that you're going to 
spend half an hour choosing all 
the variables before you can 
drive off into the undergrowth. 

Everything is very smoothly 
run around the Konami course. 

First thing to do is decide 
what sort of game you're going 
to play. If you're on your own 
you're restricted to stroke play. 
That means that you'll try to 
beat the number of strokes that 
it should take to complete a 
hole - the par. 

None of the hole ratings are 
impossible, but you'll need to 
play well to complete the 
course without at least a stroke 
or two too many. 


Add an opponent and you 
have an alternative to faking on 
the course. Match play is a 
simple fight to the finish, with 
the player who takes fewest 
strokes winning the hole. Five 


HINTS AND TIPS 

•At first just drive straight and 
take notice of the club strengths. 
•Only compensate for the wind 
if its speed is four mph or more. 
•On certain holes it may be 
better to go for a shorter first 
shot, rather than risking driving 
straight into a bunker, 

•On the green, too little is often 
better than too much 


honoured method of a bar, 
which expands and shrinks just 
fast enough to make selecting 
the right moment that bit tricky. 
Hit Fire and shout 'ForeI' It's the 
moment of truth as you watch 
your shot in 3D on the left and 
in a plan on the right 

When you finally make the 
green, the picture changes. 
Instead of the scene you get an 
overview of the area, complete 
with grass to help you judge 
which way a stroke is likely to 
roll. Too weak and the result 
will be a puny embarrassment, 
but too much and you'll 
overshoot the hole. 

There you have it in a 
nutshell. This is one of the 
smoothest golf games I've seen 
and it's ideal if you fancy a nice 
relaxing round of non-exercise 
from your armchair. 

But I can't help wondering if 
the limited number of holes 
won't also limit its life M 


IXWJL.XST —X' .. 

PAR 4 

MIHD ♦ , 5E 
SHOTIP 02 


More attractive arcade- 
style than awesomely 
detailedbut for an un¬ 
demanding game it can't 
be beaten 


GOLF 

Label: Imagine 
Author: Choice 
Price: £7.95 
Memory: 48K/128K 
Joystick: Kempston, 
Sinclair, Plus 2 


Reviewer 




★ ★★★★ 
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■ now available - the official spectrum Upgrade! 

■Turn your Spectrum into 

+ for l ust £24.95 


Professional full-size keyboard 
-includes 17 extra keys. 

Responsive typewriter-style action. 
Accepts all current Spectrum 
software and peripherals. 


+ £1.50 p + p 


Inverse 

video 


Graphics 


ACCESS 

WELCOME 


Caps lock 


Break 


Space bar 


Full stop 


Here's some exciting news for Spectrum owners... 

the official Spectrum Upgrade Kit. The Upgrade has everything you 

need to turn your Spectrum into the stylish new Spectrum +. You don't even 

need an understanding of electronics, justtheability to solderafew wires together! The 

leaflet in the kit gives clear, step by step instructions. If you're not sure about doing it 

yourself, don't worry. Simply return your 48K Spectrum to us and for £ 31.90 + £1.50 

p + p we’ll upgrade it for you. 

The bigger, better Spectrum keyboard 

The Spectrum + measures 12 W x 6". it has a large typewriter-style keyboard, 
with hard, moulded keys. You'll find the new keyboard has a smooth, positive 
action - ideal for touch-typing, word processing, simulation programs, and 
extended programming sessions. Two retractable legs give a perfect typing position. 
There are 58 keys in all, including 17 new keys. Programmers will be pleased 
to see dedicated punctuation keys, a space bar, and separate shift keys for graphics 
and extended modes. And a reset button allows you to clear a program from your 
computer's memory without disconnecting the power supply. 


Extended 

mode 

Caps shift 
Semicolon 


Inverted comma Cursor controls Comma 

The official Spectrum Upgrade. Naturally your upgraded 
computer will accept all the peripherals in your Sinclair system- f 
interface 1, Microdrives and so on - as well as all Spectrum software, 
ist as important, new Spectrum software and peripherals will be designed 
the Spectrum + in mind. So the Sinclair upgrade adds stylish looks, new 
capabilities ... and new potential for the future. 

HOW TO ORDER BY MAIL 

1. if you require us to do the upgrade for you please send £ 31.90 +£1.50 p + p. Total £ 33 . 40 . 

2. Should you require the do-it-yourself kit just send £ 24.95 +£1.50 p + p. Total £ 26 . 45 . 

5. if you require your Spectrum to be repaired and upgraded to a Spectrum Pl us we hav e a 
special offer price of just £ 50.00 complete. 

Orders can be placed by using your Access Card on the numbers below, r \ ^ 


aiwilil 


■Upgrade Dept. 140 High Street West, Glossop, Derbyshire SK138HJ 
Tel: (04574) 66555/67761 & Manchester 061-236 0376 
© copyright Videovault Ltd. No. 682121 


SINUM 


TITLES ▼ 



ALL £1.95 


THE EXTRICATOR, ASHKERON, TECHNICIAN TED, 
CONFUZION, ROBOT MESSIAH, PSYCHEDELIA, 
VIDEO POOL, KOMPLEX, THE TRADING GAME, 
QUICKSILVA WORD PROC., SPELLBOUND 
(BEYOND), TWIN KINGDOM VALLEY, T.L.L., 
JASPER, CHEQUERED FLAG, CODENAME MATT 


ALL £2.95 


FRIDAY 13th, VIEW TO KILL, PSYTAXX, 
STARBIKE, GIFT FROM THE GODS, TALOS, 
FANTASIA DIAMOND, HEATHROW A.T.C., 
HIGHWAY ENCOUNTER, FACTORY BREAKOUT, 
GOLFING WORLD, ZORRO, WILLIAM WOBBLER, 
BEACHEAD, BEAMRIDER, JUGGERNAUT, BLADE 
RUNNER, SPIDERMAN/HULK, SABRE WULF, 

ALIEN 8, KNIGHTLORE, THE COVENANT, WHO 
DARES WINS, TOY BIZARRE, GEOFF CAPES, 
BOUNTY BOB STRIKES BACK, EDDIE KIDDS, 
BIZZICOM, LINKWORD GERMAN, LINKWORD 
SPANISH, MONTY MOLE, MONTY ON THE RUN, 
POTTY PIDGEON, MONTY IS INNOCENT, SUPER 
SLEUTH, SHOW JUMPING, KONG STRIKES 
BACK, MATCH FISHING, NIGHTSHADE, 

FIGHTING WARRIOR, GYROSCOPE, DEATH STAR 
INT., EVERYONES A WALLY, WHEELIE, 
GHOSTBUSTERS, HACKER 


ALL £3.95 


ALIEN HIGHWAY, PINBALL WIZARD, CYBERUN, 
GUNFRIGHT, TWISTER, MANTRONIX, FRANK 
BRUNOS, ROBIN OF SHERLOCK, ADVENTURE 
LAND/SECRET MISSION, DALEYS SUPERTEST, 


ALL £4.95 


TAU-CETI, AMERICAN FOOTBALL, SCRABBLE, 
LORDS OF TIME, ADVENTURE QUEST, EMERALD 
ISLE, COLLOSAL ADVENTURE, NEVER ENDING 
STORY, ARCADE HALL OF FAME 


ALL £5.95 


THE ILLUSTRATOR, INTERNATIONAL KARATE 


EDUCATIONAL PACKS 


PHYSICS 'O' LEVEL and 'A' LEVEL, 

MATHS 'O' LEVEL, CHEMISTRY 'O' LEVEL, 
BIOLOGY 'O' LEVEL_£9.95 

HILL McGIBBON PACK 
PUNCTUATION PETE, BALLOONING, 

CAR JOURNEY, SPECIAL AGENT_£7.95 

LONGMAN SOFTWARE 6-10 YEARS 
SUM SCRUNCHER, ROBOT RUNNER, 

WILD WORDS, A.B.C. LIFT OFF_£6.95 

GRIFFIN PYTHAGORAS PACK INC. 

10-15 YEARS 

THEORUM OF PYTHAGORAS, FORMULAE & 
COMPOUNDS, FUNDAMENTAL ALGEBRA £5.95 

GRIFFIN MATCHS & CHEMISTRY PACK 

10-15 YEARS 

ATOMS & MOLES, INTRO TO TRIGONOMETRY, 
MENTAL ARITHMETIC £5.95 


CODENAME MATT II, VIEW TO KILL, FRIDAY 
13th, TEST MATCH, BEAKY & THE EGG 


SNATCHERS, THEY PYRAMID _ £5.95 

IMAGINE PACK INC. 

STONKERS, PEDRO, ALCHEMIST, ZZOOM, 

ZIP ZAP, CONQUEST _ £3.95 

ON THE OCHE INC. 

SNOOKER, WORLD CUP FOOTBALL, OLYMPICS, 
GOLF, DERBY DAY _ £5.00 


UTILITIES 


QUICKSHOT II WITH M/S_£10.95 

ALPHACOM PAPER 5 ROLLS £ 8.95 

CURRAH MICRO 5 SLOTS £ 2.95 

COMPUTER TO T.V. LEADS_£ 1.50 

MICRODRIVE CARTRIDGES £ 1.99 

ALPHACOM/TIMEX 32 PRINTERS_£31.95 

SPECDRUM ADDITIONAL DRUM KITS: 

LATIN £3.99 

AFRO £4.99 

ELECTRO_£4.99 

MANNESMAN TALLY EP80 + 

£149.95 + £5.00 p&p 


SPECTRUM 48K & 128 POWER PACKS 

£9.95 + £1.00 p&p 
3 INCH DISK ONLY _ £3.50 EACH 

p&p 75p all orders 
overseas -£1.00 per tape, 
£2.50 packs, £5.00 peripherals 


REVOLUTION, SAM STOAT SAFEBREAKER, 
TERRORMELINOS, BOUNDER, WEST BANK, 
METABOLIS, SKYFOX, NOMAD, ROCCO, 
CRITICAL MASS, SABOTEUR, CAMBET LYNX, 
ZOIDS, SUPERCHESS 3.5 


GAMES PACKS 


SILVERSOFT PACK INC. 

SUPERMUTT, ARCADE ACTION ORBITER, 
STARSHIP ENTERPRISE, CYBER RATS, ARCADE 
ACTION, SLIPPERY SID_£5.00 


LOGIC SALES LTD 

6 Midgate • Peterborough ■ Cambs 
24 hour ordering on 0733 313870 
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Reviewer: 


imut. 


J ust when you thought it 
was safe to go out and buy 
the full price mega-game 
that you saved up for, look what 
happens - Beau Jolly goes and 
releases the sort of compilation 
tape that is impossibly difficult 
to resist. Isn't that typical? Now 
you don't know what to do. 

I know what I'd do though, for 
me. Five Star Games is a 
smashing release with five 
games that I always thought 
were some of the best quality 
software hits of last year. 

Included in this revered 
collection are two of your very 
own |s|l| Classics namely Three 
Weeks in Paradise from Mikro- 


1 ter "fic value-for- 
. compilation 
acked with hits. Five 

§ of e o n f meSforthe Price 


FIVE STAR 
GAMES 


Label.- Beau-Jolly 
Price: £9.95 
Memory: 48K/128K 


Reviewer: 


★★★★★ 


gen and Back to Skool that zany 
sequel to Skooldaze from 
Microsphere. 

If you then add to these the 
masterful Zoids, the classy 
Spindizzy and the highly 


O nce upon a time. 

Spectrum computers 
didn't have 128K 
memories. Some had 48K. 
Some even had only 16K. 

And in those dim and distant 
days programmers were still 
discovering how best to use 
those limited kilobytes. Now 
some slaved away in their 
bedrooms, churning out those 
old Invaders in Basic, while 
others pushed forward, 
producing new and exciting 
programs. 

It was about this time that 


ULTIMATE I 
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Stepping back in Time 

with four of the early 
Ultimate greats. Inclu¬ 
des ]etpac the program 
which started it all 


UNBELIEVABLE 
ULTIMATE I 
Label: Ultimate 
Author: in-house 
Price: £9.99 
Memory: 48K 






j ULTIMATE II 

Y the time of Atic Atac. a ran hies and nnoH hummir 

title c 

z 


Ashby Computers and Graphics 
became a legendary name. 
"Ashby who?" you ask. Agreed, 
it is a bit of a mouthful, which is 
probably why they changed it to 
Ultimate, a word which became 
synonymous with Quality! 

Now newcomers to Spectrum 
computing (Hi - what kept you 
so long?) and veterans 
possessed of short memories 
can re-live those pioneering 
days with two compilations of 
the Ultimate hits. 

Unbelievable Ultimate I takes 
off with Jet pac the game that 
transformed Spectrum 
software. Now it looks rather 
old-hat with the plot of picking 
up objects while blasting the 
nasties, and it's restricted to 
single screens. However, it's 
fast and furious, so it should fill 
an hour or two. 


y the time of Atic Atac, 
Ultimate was well on its 
way to fame. It's the first 
on Unbelievable Ultimate 
II.Much imitated, it's a giant 
maze game, set in a haunted 
house, with lots to pick up. 
Added interest comes from 
your ability to choose different 
types of hero. 

Sabre Wulf has also inspired 
programmers. This time the 
maze is a series of jungle 
passages, inhabited by a 
variety of foes, some of which 
are best avoided. It's a huge 
game and possesses the 
Ultimate trademarks of great 


graphics and good humour. 

Sabre Man crops up again in 
Underwurlde, which even 
improves on his first outing. 
Here he's seen sideways and he 
runs and bounces about a 
series of rooms and caves, 
swings on ropes and floats on 
hot air bubbles. 

Of all the Ultimate games. 
Alien 8 was the one that had 
most influence on the 
programming world. This was 
the game that introduced the 
solid 30 view, seen from above. 
Everything from Sweevo's 
World to Batman owes a debt 
to the antics of this little 
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The better of the two 
Ultimate compilations. 
Produced when the firm 
was at its peak. Includes 
the classic Alien 8 


UNBELIEVABLE 
ULTIMATE II 
Label: Ultimate 
Author: in-house 
Price: £9.99 
Memory: 48K 


Reviewer: 




★★★★★ 


acclaimed Equinox, you have a 
compilation that is great value 
in anybody's eyes. 

Back to Skool I enjoyed 
tremendously. In fact I hold the 
world record for amassing 
10,000 lines in the game. The 
storyline is all about trying to 
return your doctored school 
report back into the Heads' safe 
without him noticing. 

Spindizzy, although being a 
Marble Madness clone, is the 
best example of how to copy a 
good idea. It is very playable, 
and has enough differences to 
Marble Madness to really stand 
alone in its own right. 

Three Weeks in Paradise is a 
'Wally' game. This time he's in 
the jungle looking for his loved 
ones, Wilma and Herbert, 
who've been captured by 
natives. The large graphics are 
a pleasure to watch and the 
game itself is pure 
entertainment. 

Zoids caused quite a stir 
when it was first released and 
seasoned hacks lined up to pay 


COMPILATION: 
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tribute to the game. Not only 
are you joined to a Blue 
Spiderzoid in the battle with the 
enemy, the red zoids, but also 
with your own mind as your 
own Droid's defense systems 
may effect your decisions if it 
feels threatened. A hell of a lot 
is packed into 48K of this game. 

Finally, there's Equinox, a 
maze-like graphic adventure- 
cum-platform game, which is 
simple to learn and yet 
fiendishly difficult to solve. It's 
all about collecting radio-active 
cannisters from numerous 
levels before they blow up. 

Forget that mega-game. Go 
and buy Five Star Games - you 
won't regret it* 


Tranzam is a driving game, 
and again it's no doddle. You 
steer your car, which is seen 
from above, around the good 
ol' US of A, avoiding obstacles 
and the Deadly Black Turbos 
while picking up petrol and 
cups which litter the landscape. 

Lunar Jetman sees the return 
of the hero from the earlier 
game, and when it came out 
many reviewers thought it was 
just too difficult. I'm inclined to 
still go along with that, though 
die-hard dodge and shooters 
should have a field day. 

Finally, Pssst! No, I'm not 
being crude. That's the sound of 
the aerosol bug killers in a 
shooting game where success, 
in the shape of a blooming 
bloom, depends on choosing 
the right coloured spray. 

The four games may look a 
little unsophisticated now but 
they were state-of-the-art way 
back when. Go grab yourself a 
piece of programming history* 


*L android, and even If some of 
the techniques used here have 
been refined since, the game's 
still got a lot of ingenious 
puzzles. 

On the whole Ultimate in its 
hay-day did get it right, time 
after time. With four games for 
a tenner, you can't grumble if 
you want fast action and 
undemanding scenarios* 
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The Spectrum 
like you’ve never 
heard it befure. 





Introducing Music Machine*The incredible new add-on 
that transforms the Spectrum into a powerful music computer. 

A host of exciting musical features makes Music Machine 
the most complete Spectrum music package ever created. 

There's sound sampling, the latest buzz¬ 
word in electronic music that lets you record and 
play any natural sound at different pitches. (Use the microphone 
to pick up anything from a whistle to a barking dog). 



Eight 'voices' include drums, piano and synthesiser - e 
you can edit them, or create new ones: A powerful drum section 
with real drum sounds and a complete rhythm editor. 

And for budding composers, powerful professional 
features like note and tune editing, playable either Irom 0 
the Spectrum itself or a music keyboard. ^ 

Enthusiasts will appreciate the ability to link with other 
instruments via MIDI (the professional music interlace) and 
























effects like reverb and echo 


Ram Electronics (Fleet) Ltd, Unit 16, Redfields Industrial Park, Redfield Lane, 
Church Crookham, Aldershot, Hants. GU13 ORE. Tel (0252) 850085. 


Non-musicians will find the fast menu driven graphics 
allow sounds to be created and songs composed in minutes. 


Please rush me Music Machine for the Spectrum. Remittance £49.95+£1 p&p 
(£5 Overseas) TOTAL £50.95. □ I enclose a cheque/postal order □ Charge 


While everyone will appreciate the breakthrough price 


my Access/Visa Q S 11 11 1 II 1 11 II I 1 IT 

Expiry Date / / 


NAME 


of just £49.95, including an illustrated user guide, microphone, 


ADDRESS 


headphones socket and demonstration recording. 

A complete Spectrum music system for under £50? 
Something else we're sure you've never heard before. 


POSTCODE _TEL_ 

24 hour despatch for postal orders and credit cards (7 days for cheques). Music Machine is fully 
compatible with the Spectrum, Spectrum Plus, 128 and Plus Two and Sinclair Microdrives. 


L 


Ram Electronics (Fleet) Ltd, DeptSU , Unit 16, Redfields Industrial Park, Redfield Lane, 
Church Crookham, Aldershot, Hants GU13 ORE. 

Trade and Export enquiries welcome E&OE. 



TECHNOLOGY LTD 


’ Music Machine is a trademark of Ram Electronics (Fleet) Ltd. 

















































































C.O.D.E. 


JOHN 
PICKFORD 
AGE 19 


"I think I first saw a computer at 
school, it was a Tandy TRS 80. I 
learnt to program the usual boring 
route - bought a ZX81 wrote some 
games in Basic (a version of 
Hangman to kick off with) and 
moved on the Spectrum. Getting 
into machine code was a mixture 
of William Tang's book Spectrum 
Machine Code for the Absolute 
Beginner and necessity. When I 
joined Binary Design I just had to 
learn fast. I guess the first game I 
produced that I am still proud of is 
Max Headroom/' 


VITAL DETAILS 


Favourite programmers 

Steve Turner with 
Quazatron and Bo 
Jangeborg 

Favourite Program 

Elite 

Arcade game I get the highest 
scores on 

Battlezone, probably 

Program you would most like 
to have written 

Knight Lore 

Greatest achievement 


JOHN Pickford is a pretty hot 
programmer. He created Max 
Headroom for Argus, and topped that 
with Glider Rider. Now he brings us 
Zub possibly the best budget game 
ever. We ask him the usual questions! 


Actually it's a 
windowing routine 
system for the Spectrum 
which works a bit like 
the Amiga 
Favourite TV programme 
Cheers, in fact most of 
those American sit-coms 
on Channel 4 
Favourite film 


One flew over the 
Cuckoo's Nest (and all 
the Python films as well) 

Favourite Album 

Housemartins' latest 
album: Hull 4 London 0 

Favourite book 

Hitchhikers Guide to the 
Galaxy 

Worst program that has ever 
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T.A.L.K. 

been successful 

Word Cup Carnival. I 
didn't like Lightforce 
much either 

Hobbies 

I don't seem to have 
time for any - when I'm 
not actually 
programming I'm 
designing games for 
Mastertronic 
Best thing about the Spectrum 
It's very flexible - there 
is usually some way of 
doing almost anything 
you want even if it's 
usually very difficult to 
find 

Worst thing about the 
Spectrum 

The sound 

Coming up: 

I'm working on a game 
called Amaurote with. 
Isometric graphics and 
2,000 screens and it's all 
to do with colonies of 
insects - each type will 
have a special job 
SOFTOGRAPHY: GHOST 
TOWN (VIRGIN 1984), 
DEATH WAKE (ARGUS 

1985) , MAX HEADROOM 
(ARGUS 1985), GLIDER 
RIDER (ARGUS 1986), 
ZUB (MASTERTRONIC 

1986) 






H°1 MULTIPURPOSE INTERFACE FOR 48K S128K SPECTRUM 

wMlfact! Ofjf: 

NEW ENHANCED VERSION AT THE OLD PRICE OF £ 39 . 95 ! 

WITH MORE HARDWARE & SOFTWARE THAN EVER BEFORE AND 
WITH MORE FEATURES THAN YOU FIND ON ANY OTHER INTERFACE 

Internal 8K ROM & 8K RAM enable FULLY AUTOMATIC saving of anything, anytime onto MICRODRIVES. WAFADRIVES BETA.OPUS, 
KEMPSTON and TAPE with extra 8K at user's disposal and with an extensive MULTI TOOLKIT to study/ modify/develof/programs. 

& Plus a joystick interface (IN 31, i.e. Kempston compatible) and a switch to make MULTIFACE ONE INVISIBLE. 

4|t MULTIFACE ONE does not take any part of Spectrum RAM and does not need any additional software. Just push a button 
to freeze a program, save it and restart from the same point next time. 

MULTI TOOLKIT facilities allow to PEEI^POKE the entire 56K, show blocks of RAM with on-screen editing and 
decimal hex or ASCII display, enable programmable jumps to anywhere within 56K, etc. 

^|F Menu-driven with prompts and one-touch commands: 1)Push button 2) Select function: exiy'return/save/tool/copy/jump 
3) Input name 4) Save to: tape/cartridge/wafer/opus/beta/kempston (if using Kempston please specify when ordering) 
Extremely powerful and efficient compressing for fast re - loading & using minimal room on cartridges, tapes, wafers, disks. 
Option to SAVE a screen only & COPY screen to printer (for printers interfaces accepting COPY command) 

Through extension bus for connecting other peripherals User-friendly,fully error-trapped,guaranteed, simply magic. 

Programs saved with MULTIFACE can RUN independently 128K Spectrum usable in 48K mode only on Version 48 

Expand your Spectrum to 56 K and stretch its capabilities even further with 


wM iiace *6© ESSENTIAL SPECTRUM COMPANION 


enclose a cheque/PO for £. < a u d K d 1 "**** Se " d 

' |-- • 1 ° verseas£2) . SELENE & ANACHRONISM 

or debit my F/l No NEVER MIND... Amstrad 

MUSIC TYPEWRITER 
WRIGGLER Amstrad tape 


plus 

ANA(MMilg>il 

A fantastic twin bumper pack of sci-fi adventures for travellers 
in time - both very intriguing and exciting, complex and detailed, 
funny and witty. Travel in time backwards and forwards as you 
never did before - certainly not in any adventure yet— 


A ghost town stands in the way of motorway M87 and only 
STEEPLEJACK can demolish it with his drill and oversized pair of 
lead boots in this highly fresh, original, and stylish arcade 
game- STEEPLEJACK must be very fast, crafty, alert and strong - 
there is a whole army of creatures and features one can only 
find in a ghost town, so much to do, so little time left— 


NMTN contains the same unique humour and addictivity as its 
older brother, the hit game WRIGGLER. The action takes place in 
a weird and bizzarre world full of mutants and monsters, 
dungeons and sewers, conveyor belts and express elevators, 
deserts and pyramids, trampolines and space stations, a world 
that must be explored and fought through to prevent a total 
annihilation of human race- 


Complete Spectrum music system for writing, editing, playing, 
printing & storing music with real notation graphics. 


Name.Card expiry. 

Address . TRANS-EXPRESS cartridge^ 


The software way of transferring Spectrum software. 

4 utilities for m’drive, 2 for wafadrive, 2 for Opus Discovery. 


TOP SOFTWARE AT BOTTOM PRICE 


MULTIFACE ONE £39.95 □ 
£ 9.95 □ STEEPLEJACK £ 4.95 □ 

£ 9.95 □ or disk version £ 14.95 □ 

£ 7.95 □ WRIGGLER Spectrum £ 2.95 □ 
£ 7-95 □ or disk version £11.95D 
diskn waferD £9.95 ea 


RiiAiTM Q#!#T CT LVP 15 Hayland Close London NW9 OLH ‘S’ 24 hrs ESS 01-200 8870 
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REVIEW 


Y ou don't need to be a 
genius - or Genus - to 
play Trivial Pursuit- 

FACTS BOX 

More questions , more 
categories „ but the mas¬ 
ter game is the same. It's 
still a fabulous game 


Label: Domark 
Author: ODE 
Price: £14.95 (£7.95 
questions only) 
Memory: 48K/128K 
Joysticks: various 


Reviewer: c4w, QcJk+J~ 


★ ★★★★ 


YOUNG PLAYERS’ 
TRIVIAL PURSUIT 



Young Players' Edition. 

Like its big brother-launched 
a couple of months back - it 
contains 3,000 questions on two 
tapes but this time it's for 
people who've heard of 
Spandau Ballet or Duran Duran. 
Do you know whether a lake on 
Mars would boil or freeze, or 
which organ of your body is 
bean-shaped? 

If you've played the Genus 
Edition you'll find no 
differences between the two 
master games. Both include the 
same score panels and board 
design. TP, the lovable (?) 
question master with the big 
nose is still as cheeky 
(irritating?) as ever and you've 
still got to be honest as to 
whether you've answered the 
questions correctly. 

All that's changed is the 
question set. All the posers (not 
the players, you fool) are new - 
more in keeping with the 
youthful theme. There are, for 
instance, questions on Sports 


and Hobbies, Good Times (sic), 
and the natural world. If you 
already own the Genus Edition 
those questions can be 
purchased on one of Domark's 
new Uniload cassettes. The 
same cassette will load into 
most of the popular computers 


so, if you've got a Commodore 
or Amstrad machine as well as 
a Spectrum - with one of the 
master games - you can play it 
on all your machines. 

Baby Boomer is, apparently, 
on its way with more questions 
next month. I just can't wait® 
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Worthy but dull. Just like 
the campaign it's an 
attempt at a quick kill 
which gets bogged 
down 


the best maps I've ever seen. In 
fact. It's positively garish. 
Beaches are yellow, open 
ground is green, low hills are an 
odd pattern, hills - the pattern 
shimmers all the time, and is 
very difficult to look at. I tried 
adjusting my set, but to no 
avail. 

Although not drawn on the 
screen, the map is divided into 
rectangles. To move, you 
position the cursor above the 
unit you wish to give orders to, 
press Fire , move the cursor to 
hwere you want the unit to go, 
and press Fire again. You have 
to do this every turn for every 
unit. 

You don't have to order a unit 
to move. You can tell it to dig In, 
or interrogate it to find out how 
many men it has, what its 
morale is, whether it's 
entrenched or not and so on. 
This information is flashed up 
beneath the map window. 

Once the movement phase is 
ended, the Turks move. You 
don't actually see them doing 
so - you just get a text screen 
saying so. 

Next you get to attack. The 
map returns, and you can order 
any of your units which are 
adjacent to enemy units to 
attack. Unfortunately, it's 
difficult to tell when units are 
adjacent - it turns out that they 
can be adjacent even though a 


which was as bad as that on the 
Western Front, in Flanders. 

On to the game. There are 
options for one, two or three 
players. If only one plays, he or 
she commands the British and 
ANZAC forces, and the 
computer playes the Turks. 

With two players, then you split 
up the allied forces into two 
commands and play against the 
computer-controlled Turks, in 
the three-player version, people 
play all three commanders. 

Once you've made your 
choice, the map comes up. 

Here's the big 

disappointment: it's not one of 


f ^ allipoli is the latest in a 
I long line of wargames 
\fcn J to be released by CCS. 

During the First World War, 
Turkey was allied with Germany 
and Austro-Hungary. The 
British made an amphibious 
landing in the Dardanelles in an 
attempt to force the passage to 
the Black Sea and so link up 
with the Russians. 

The campaign, which has 
gone down in history as 
Gallipoli, was an unmitigated 
disaster. The British and ANZAC 
- Australia New Zealand Army 
Corps - forces became bogged 
down in a static trench warfare 


GALLIPOLI 

Label: CCS 
Author: in-house 
Price: £9.95 
Memory: 48K/128K 
Joystick: various 


Reviewer: 




unit-wide space separates 
them. 

Units are 2,000 strong at the 
start of the game. As they are 
involved in combat, they take 
losses off that strength. Typical 
losses inflicted seemed to vary 
between 40 and 110 depending 
on the strength of the attacked 
and terrain considerations, but 
it still looks like a long drawn- 
out slog. 

The problem with the game 
lies in the conception. The 
actual campaign was bloody 
and hard fought. 

Reduced to a computer game, 
it becomes boring. All you are 
doing is repeating the same 
actions for 23 turns for thirty or 
so units. 

I'm afraid that l very quickly 
lost interest* 
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FOR AIRPLANE & STEAMSHIP 
TICKETS, SEE* 

WHITWORTH A RAYMONDS TRAVEL 


ELLIS 2329, 
kitchenette.! 


^ CONFIDENTIAL ENQUIRIES 
UNDERTAKEN 

Contact Sam Cruise. Fairfax 7337 


PENTHOUSE - living room + kitchen* 
^M^rooms A private roof gardej^^ 

ice waterCoflfffllfWffvice! 


oO 1 * SAM CJPUI4C 


48K Spectrum £7.95 

MICROSPHERE 

12 ROSEBERY ROAD LOHDOH HIO 2 LA 


PAWNBROKER clerk, jeweller - AI 
!L 1 wJc 9 m *o. Alert, live-wire; draft exempt; 


Coluipbus 6823 


yra.exp. 


EXCHANGE lady’a % carat diamond 
ring for furniture. Kildare 3927 

New A used violins A cases. Bargain 

prices. Telescopic sights optional. 

423 S Clark Blvd. Open eves. 

PACKARD *40 deluxe Sedan $750 
Used 5 mths. 4dr trunk. Radio A heater. 
Liversey Lakeview 3074 

Beauty Operators Trained at 
DE VERE UNIVERSITY 

are in the State’s leading salons. We take 
pride in their success. Rates, terms 
catalog on request. No obligation. 

Day/evening classes 
De VERE 50 E RANDOLPH BLVD. 

7th Floor 


BLACKSTON PK 3125 - 1/2/3 rm kits 
well fum. newly dec. $ 3 . 75-$5 up 

HAYLEY, I luv u. Eric xxxxx 
P.S. Will you help me with my lines 
Reply Box 63980 

Ellis 4535 - 2 rm basement apt. Kit. elec 
frig. Free gas $5-$9 

LAUNDRESS. Good shirt ironet Cleaning. 
Fast worker. Triangle 4200 

Can’t get across river in Omnicalc? You 
need the Extension Kit. 

Reply Box 63980• 

Mens Vfests $1.98 Corduroys French 
backs; moleskin fabrics. Dark colours, all 
excellently tailored A strongly reinforced 
for real wear. Sizes 30-42 
No Mail or Phone Orders - none delivered. 

DACRE’S BARGAIN BASEMENT 
139 N CLARK ST 


OLYMPIC H( 
Lg rooms; nei 
A shower. 

200 N Oak - \ 

5000 SI 1 
Going cheap. 


CASH IN I 
At 
20 h 

Deal 

Private 

H 

20 year 

6213 wstal; 

VISIT Paula’s 
Conditioned.. 
pick from. 

Low prices 

STJ 

Complete seci 
actual work oi 
Free catalog. 
Also ‘Brush uj 
'Complei 
AMERICAN 1 

Would anyone 
whereabouts c 
please tell his 

WALTZ, fox tr 
7 for $5. No a; 
Rm. 2 ! 3L 

ALLIED 

i 

MANICU 
Jobs wail 
Includes tools 

CONFID 

.U| 

Contact Sam ( 

PENTHOUSE 
2 bedrooms A 
Combination 
ice water. Con 

At 8 n a 
35 W Deiawarj 

Sincla 
Fully air cond 
extra. This caij 
colour you likj 


WINj 

Hood coats, w 
heavily interli 
pants to matcl 
From $14.98. 
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Open Sunday till 5 

THE Clearance Sale You’ve Been 
Waiting For 

KLEIN’S 

CENTRAL WAREHOUSE 
OUTLET 

Under ONE giant roof, hundreds of 
nationally advertised Household 
Appliances. 

NEW SAMPLES 

Vacuum Cleaners 
Salesmen’s samples 
all makes from $ 5.95 

Washers A Ironers 
New family size only $19 

ABC Spinner. 
Sensational at only $35 

Oil heaters 

- free installation - from $30 
Odds and Ends. Famous makes. 
Free delivery. 

No finance company to deal with 

300 N Madison Rd. ... . 

Wabash 5148 


PAINT p*per. $3 up per rm incl. paper. 
Btths enamelled. Plaster; patch. 

Independence 7668 

1500 used theater seats. Also theater 
organu Baldwin baby gr. piano. Cheap. 
Schoenatadt. Archer 2554 

CATAPULT required for Skooldaze player 
Reply Box 63980 

9* 12ft. Mothproof Rug Pads. Offers 
around $ 1.95 

14 E Jackson Evenings only 

Uoll baby - please write me at mothers. 


Jeeki 


Cadillacs 


Sweetie Pie. 


to your 
yard. 

SLOPERSteTALWORKS 
EAR^STOOD ALLEY 
(back of Joe’s Drug Store) 

FULLY FASHIONED. RAYON 

OUTSIZE HOSE 
♦ 

AH well reinforced, knit to fit, with stretch 
tops, Irregulars of 39c value. 

5 pairs $ 1 . Sizes 9 to It 

THRIFTFOOD MART 

Diced fruits - per lb . 27c 

Sugar peas, sifted. 6 cans. 65c 

Tea balls - 100 to box. 75 c 

Premium hams - per lb. 19 C 

Cane sugar, pure grain - 251b_$1.15 

32 SLA SALLE ST. < 


FOR SALE 

GROVER HAS THE TRUCKS 
eon price. Gain on quality 


OLYMPIC HOTEL - $50 wk, $1.55 day. 
Lg rooms; new furniture; pri. bath, tub 
A shower. 

200 N Oak - Sheridan Rd Sheridan 8641 

5000 SINCLAIR C5s. for sale. 
Going cheap. Batteries not included. 

Victory 2210 

AUTO LOANS 

CASH IN TEN MINUTES ON YOUR 
AUTO OR TRUCK 
20 MONTHS TO PAY 

Deal direct with owners. 

Private consultation rooms. 

HIRSCH-DAVIS 
20 years in the same location 

6213 WSTALLWORTH ST. Harrison 2217 

VISIT Paula’s Puppyland - Air 
Conditioned. AH pop. breeds. 100s to 
pick from. 

Low prices 6162 N Harlem Av. 

STENOGRAPHERS 

Complete secretarial courses. Learn by 
actual work on switchboards. 

Free catalog. 

Also ‘Brush up yourComptometer’ 
'Complete X-ray Course* 

AMERICAN BUS. COLLEGE 

20 E Michigan 

Would anyone having knowledge of the 
whereabouts of Joe 'Pug Nose’ MoreUi 
please tell his mum cos his tea’s ready. 

WALTZ, fox trot, rhumba. Private lessons. 

7 for $5. No appt. nec. 

Rm. 21 316 N Clarkson Wkdays 10-5 

ALLIED BEAUTY ACADEMY 
32 E LAKE ST 

MANICURING COURSE $17.50 
Jobs in 3 weeks. 


Incl 


At an address of distinction. 

35 W Delaware Franklin 3911 

Sinclair C5 Sedan. 4 door. 

Fully air conditioned. Running boards 
extra. This car will pass for new. Any 
colour you like, as long as it’s white 

Reply Box 63980 

WINTER COAT SALE! 

Hood coats, wrap arounds, warm fleeces, 
heavily interlined, coats with lined snow 
pants to match. Sizes 12-20 
From $14.98. Value $25 

EMERSON COAT CO. 

2342 W CENTRAL AV. 

$1,000,000 

in diamonds WANTED! 

The Very Highest Prices will be paid 
*We also purchase Old Gold A 
Pawn Tickets* 

YOU RECEIVE CASH IMMEDIATELY 
US Diamond Syndicate, 35 N Pulaski Rd. 
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MARSHALL ARMS - Ideal for executive*. 
Fashionable conveniently located. 
Excellent cuisine. Attractive monthly 
rates. Every room with private bath. 
Coffee shop. Barber A beauty shop. 

4100 La Salle Nth. Fairfax 6265 

CASABLANCA nite-spot needs pianists. 
Apply Rick. Box 63980 

1290 PINE GROVE PLAZA Modern de 
luxe 6-7 rm apts. Newly decorated. 
Electric elevator. Lg. closets, v. lite 

ARTIFICIAL leg - Man's; left; 
size 7 /i- 8 . Airplane metal, lightweight. 

Delaware 7173 

PART share in 1938 Cub $45. Fly solo 
$1.50 Dual $3.50 

Evenings. Oak Lawn 1904 

FOR SALE. 20 Left shoes, size 7 V 2 - 8 . 
Going cheap. Offera Delaware 7173 

LABORATORY equipment for sale 
- chemicals, scales etc. Perf. cond. 

Calumet 2071 

4 yr old saddle horse. Well mannered. 
Sacrifice. Quick sale. Offers. 

Mr Edge. Oak Park 1397 

TEETH lost - partial plate. 

W 79th St. Reward Wellington 2354 

DRIVING to Denver, Cheyenne via 
Oklahoma shortly. Take 2 share expenses. 

Kedsie 4031 

Gas driven calculators; adding machine*; 
cash registers A ZX81s. No reasonable 
offers refused. 

Mikes Second Hand Bargains. 

15 Grand Av (nr Plaza) 

OLDSMOBILE ’38 Del. Trk. Sed. $550 
4 door model. Heater very clean, 
down. 

Motors 6800 24th A Michigan 

- 44. Aggressive, 
to work into fulI-L “ 

Have car Anderabti. Irving 4519 

WOODLAWN 1362 - 2 rms. Pri. entrance. 
Newly fiirn. A decor. Frigidaire. 

Gas incl. $3-$6 

Quick drying cement supplied. 

No questions asked. Apply Box 134i 

Yng hi-sch grad, desires off. wk or 
reception. Holiycourt 7373 

STUDEBAKER 
1940 President Sedan. 

Gleaming grape-tone maroon finish. 
Equipment includes radio, climatizer etc. 
Exceptionally low mileage. Like new $895 

2435 W WABASH Independence 3310 
City Officials bought and sold Box 2217 


blATELY 
toliski Rd. 


OPEN SUNDAY 

Buy direct Factory samples 

Bedroom sets. $29 up 

Parlor sets . $19-$39up 

Trade-in A repossessed furniture 
available 


Schwarz A Co 


4077 Cottage Rd W 


CHEV. *39 Sedan $400 
Trunk, heater, vacuum gear shift, bumper 
guards, original fin. Priced far below 
market. Private 


Krueger 


Humboldt 9226 


CODE numbers needed for Wheelie 

Reply Box 63980 

St. Louis $4.75 Detroit $5 Ft Wayne $3 
Columbus $6 

De Luxe Motor Stages 
230 Milwaukee N W Lake Central 313 


Will exchange dental work for used car. 


JFBall Drexel 4113 

ALL AMERICAN BUS 
TRAVEL CO. 

Free pillow* Free meats 

Los Angeles $30 o/w $54 f /| 

S Francisco $32.50 o/w $60 r/t 

Miami $15 o/w $25 r/t 

Atlanta $10 o/w $14.50 r/t 


LOWEST ROUND TRIP FARES 
IN THE STATE 

SPECIAL SALE 

Now - from only $29.50 
New, de luxe, water heaters, 
kerosene; gas 

217 W Washington Av. Franklin 1300 

Not responsible for debts except those 
contracted by myself. 

J Schaeffer 3351 Washington 

BARGAIN! 

Fluffy Pork Pie Sport Felts. 

Regular $1.49 Values. The all purpose 
casual felt in Black, Brown, Soldiet 
Wine, Red, Kelly, Beige. 

Four head sizes 21^-23. Now ONLY 84c 


INDIGESTION 
MAY AFFECT THE HEART 

At the first sign of distress, smart men 
and women depend on 

CHESTER’S PATENT REMEDY 

made of fastest acting medicine for acid 
indigestion. If the first dose doesn’t 
prove CHESTER’S best, return bottle to 
us and receive DOUBLE money back. 25c 
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event, event conditions, skill, 
beginning from airborne or 
ground and so on. Screens and 
screens of the stuff to wade 
through before you get to the 
actual playing screen. I found it 
deeply irritating (and, for what 
it's worth, ugly to look at - like 
double-entry accountancy. I'm 
sure there's another joke in 
there somewhere). 

The name of this game is 
acrobatics. You select a 
particular manoeuvre - like 


flying a certain pattern between 
pylons for example - each of 
which is graded according to 
difficulty (just like gymnastics 
really) and with a time limit. 
Then you try to get the jet round 
the course. 

The actual look of the 
program is reasonable though 
most of the time the plane you 
are flying lacks much 
recognisable detail (it depends 
on very much on its flight 
position) - so much so that I 
spent about fifteen minutes 


► ► ►► 


► ►►►►► 


A erojet is one of those 
programs which was a 
big hit in America on the 
C64, which has now been 
converted across to the 
Spectrum, and which makes 
you wonder what the fuss was 
all about. 

What the fuss was all about 
was supposed to be the 'unique 
perspective' you get on the 
action and the ultra-realism of 
the simulation. 

The new view of things turns 
out to be that you watch the 
flight action as though viewing 


it from a plane behind the one 
you are controlling. The realism 
is a little difficult for me to 
comment on but I can say there 
are a quite astounding number 
of play options and it was quite 
a while before I could get the 
damn machine off the ground. 
And there's another mark of a 
program that (maybe) takes 
itself a little too seriously - no 
shooting at all. 

If you want variety though it's 
here. An aerojet is a special type 
of jet stunt plane and there are 
hundreds of permutations of 







FACTS BOX 

Terrific wargame based 

on a sort of Kingom va- 
rient. Very addictive in a 
strategic kind of way. 
Mot for arcade fans 


SWORD AND 
SHIELD 

Label: Black Knight 
Price: £5.95 
Memory: 48K/128K 


Reviewer: CfOy 

★ ★ ★★★ 


S word and Shield is a 

fascinating wargame that 
looks at first glance like 
one of the old games that used 
to be hidden away in the 
deepest recesses of mainframe 
computers' memory banks. 

Remember the one - you rule 
an area of land, and you have to 
grow enough food to keep your 
population alive, otherwise they 
rebel and depose you? Well, 
this is that, but with knobs on. 

You, Duke whoever you are, 
have to collect over 1,000 groats' 
from the groaning, down¬ 
trodden peasantry. To help you, 
you have a force of knights and 
infantry. Unfortunately, on the 
other side of the map is a 


SWORD ANES 


computer-controlled duke - and 
he's going to fight you for 
control of territory. 

The map is green, with rolling 
hills, peasant villages, woods, 
roads and so on marked on. 

Also shown are forts, either 
yours or the enemy's. 

Every year, you'll be told the 
amount of crops grown. You tax 
the peasants from 10% to 90% 

- but the more you tax them, 
the more of them rebel and 
become bandits. By moving 
one of your knights next to a 
peasant, you can conscript him 
as an infantryman, but the more 
peasants you conscript into 
your army, the less are left to till 
the land and grow crops - and 
pay taxes. 

You move the troops under 
your control by giving them a 
direction and telling them how 
fast they should move. Until 
you order them otherwise they 
continue to follow those orders 

- unless they run into a tree, hill 
etc. 

When you try and occupy a 
square that already contains an 
enemy piece, a battle takes 
place. What happens is 
anybody's guess - I haven't 
worked out how to find out yet. 
There is treasure dotted about - 
you should try and collect this 


(obvious, huh?), but somehow I 
don't think it's going to be as 
easy as it looks. 

What else? Oh yes, the 
dragons. Dragons are bad news 
-they eat people. You can have 
up to four on the map at the 
same time, and you really 
should avoid them like the 
plague. 

At the year end, you use 
some of the cash you've 
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hurtling straight off the end of 
the runway having mistakenly 
turned the plane around 
because I thoughts it was the 
wrong way around (get the 
picture?) 

Having flowing the plane 
around finally and even gone 
round the odd pylon (the 
easiest of the tricks to do) my 
view of the program improved a 
bit but really I still think I'd get 
bored fairly quickly. Aerojet 
may well be fairly realistic, 
certainly there are a fair number 
of controls to master, and it 


should be given some credit for 
being a different sort of flight 
simulation - both because of 
the cameras'-eye view and the 
Acrobatic theme. 

I'd say this though, the 
graphics aren'tr anything 
special and I think only those 
people who rate a flight 
simulation only in terms of the 
realism of the simulation only in 
terms of the realism of the 
simulation will really enjoy it 
long term. 

If your real taste is for a bit of 
airborne death and destruction 
you should avoid itH 



your treasury to buy new 
troops, either knights or 
infantry. You can also buy a 
farm - which doesn't refer to 
the American euphemism for 
dying - but means simply that 
you add one agrarian 
smallholding to the list. 

And that's it. Quite a lot of 
information to digest in a 
review, and far more to digest 
when trying to play the game 


the first couple of times. I 
suspect it's going to be a long 
time before I get anywhere near 
beating this thing. But at the 
same time, it's pretty 
compulsive - you always 
believe that next time you can 
do it - until you try, that is. 

Any real complaints? Well, 
the only thing that bothers me 
that much is the fact that it's 
very difficult to tell the various 
pieces apart. Yes, I know that 
the instructions say that your 
troops, being good, always face 
to the right, but sometimes it's 
tough telling exactly which way 
a character is facing. 

You can save games either to 
tape or to Microdrive, so you 
can resume a long game you've 
had to abandon later on. This 
isn't the sort of game you're 
likely to finish in half an hour. 
The final verdict is a definite 
thumbs up. The graphics are 
good, although a little unclear 
at times, and the gameplay 
works really well once you get 
the hang of itB 


G ott in Himmell vot iz zis? 
Ze bloody Red Baron 
has gone too far zis 
time!! One minute he is firing 
away at ze dreded British, zen 
he makes way for suicidal black 
bombers and Blue Maxes. 
Whatever next! 

Well what comes next in 
Deep Strike, is a chance to blow 
away the Bosch using your 
bombs, when you finally arrive 
at your designated destination, 
which happens to be a 
convenient fuel dump. 


strategy! 

SIMULATION 




c 



You're in control of World 
War I fighter plane, escorting 
four bombers and it's your job 
to both protect and guide the 
bombers to their target. 

The terrain is very similar in 
layout to Combat Lynx and the 
enemy planes come out from 
all angles at you. 

Keeping on the right flight 
path is not difficult, but 
avoiding hills is, and too much 
hill hitting results in a broken 
propeller and we all know what 
happens next! 

There are black planes that 
just fly straight at you 
bombers so avoid those 
at all costs, and the Blue 
Maxes are very accurate so 
shoot them as soon as possible 

If you manage to survive all 
this heat, you'll come across 
the fuel dump so bombs away 
and it all starts again. 

It's quite good fun initially, 
but very overpriced. Certainly 
not worth a tenner. 

factsbox 

up simulation that 
>r really gets off the 
md. And it's over¬ 
-priced too ■ 

deep strike 

Label: Durrell 
Author: 

Price: £9.95 
Memory: 48K/128K 


The game loses its edge 1 
aftera while, there isn't really 
enough in it to keep you 
hooked, pretty soon I began to 
lose interest. Actually I got 
more fun out of shooting my 
own bombers into oblivion 
than the Jerries! 

The graphics are very pretty, 
the sound is fair, its just, 
is that all there is? ■ 


J ! 































































A CD Rom Interface. It won’t 


happen of course 


Generally no, not until late in the 


year, CRL is going to be doing 
quite a lot of 128K stuff 
however. 


The Amstrad IBM machine and I 


think this is the year for the Atari 
ST. If Commodore were to 
launch a baby Amiga at a 
sensible price that could be a 


winner too. 


I don’t think it will grow much, 


it’s an old machine and I don’t 
think the Plus 2 is going to be 
much of a success in Europe, 


I think it will be down to 


somewhere between £110 and 

£ 120 . 


Mastertronic will get even 


bigger. I’d expect Hewson to 
move up from the top of the 
second division league strongly 
into the first division. 


The biggest thing will be sound 


- sampled music and sample 
speech and three channel music 
on the 128 machines. 


Down down down. The £9.99 


will become too much, it will 
drop down first to about £7.95 
and maybe beyond that. The 
Budget market will get bigger. 


I’d like to see an innovative new 


machine - perhaps by Sir Clive 
put out at a Spectrum Price tag. 


Amstrad could pull out of home 


computers and Commodore 
could go bust. There could be a 
new craze among kids that has 
nothing to do with computers. 


Forw ard looking, as ever, 

OH asked the software 
industry's seven giants (!!) 
if 1987 would be snow 
white... 


What hardware 
developments would 
you most like to see 
on the Spectrum in 

’ 87 ? _ 


Do you expect to see 
more specifically 
128K software in ’87? 


Which other 
computers would you 
expect to do well next 


Do you expect the 
Spectrum market to 
grow significantly in 
'87? 


What price would 
expect the Spectrum 
Plus 2 to be by Xmas 
’87? 


Which software 
company (other than 
your own) will grow 
fastest next year? 


What new 

developments if any 
do you expect to see 
in Spectrum 
software? __ 


Predictions on 
software prices? 


Best thing that could 
happen in the 
industry in ’87 


Worst thing that 
could happen in the 
industry in ’87 


People could carry on doing 

what they appear to be doing 
now i.e. take themselves too 
seriously and make the industry 
turn into the music business and 
get unfriendly and hateful. 


The worst thing that could 

happen is Amstrad’s romance 
with the stock market ends and 
under pressure Sugar decides to 
abandon the whole home 
computer market. 


Standard disc drives for the 
Spectrum, so that people can 
produce disc software. 


David Ward: Ocean/Imagine 
A +2 that works 


Yes ’cos we’re doing some. 


Well I think the Amstrad CPC 
won’t do well. The Plus 2 will, 
Commodore will get its prices 
wrong and the Amstrad 
PCW8256 will continue to do 
well. 

No it won’t grow, it’ll stay about 
the same. 


Well that all depends on the 

answer to question one. We are 
developing specifically 
Spectrum 128 software but 
basically we need a user base of 
300,000 to 400,00 0 machines. 

The Commodore 64 should be 

OK. The Amstrad machines will 
do OK in Europe. The ST will do 
well. The games consoles won’t 
be big until Christmas because 
they are being marketted as toys. 

It could grow; it all depends on 

question one. 


£129.00. 


Piranha are about the only new 
software house that look like 
doing well, Durell having been 
doing quite original things for a 
while - they could grow in ’87. 


1 don’t know. Maybe there will 
be something original for a 
change, maybe some of the 
people who produce boring stuff 
will be forced to try harder. 


I don’t think there will be many 

more software houses in the old 
sense. What there will be is 
software developers - teams of 
people creating software for 
p ublishers. _ 

Well if we get a 128K user base 

we could see radically different 
software. The new games we are 
doing for the 128K are a 
complete departure from 48K, a 
different genre. 


Well it seems that any price less 
than £8.00 and more than £2.50 
confuses people so I think the 
big split between Budget and 
Full Price will get bigger. 


I don’t think it will change much 

it may drop a bit but I don’t see a 
tremendous amount of pressure 
for that to happen. 


If somebody blew up US Gold, 
Ocean and that whole 
conglomerate. It would be nice if 
some other companies could get 
a chance. 


I’d like to see some support in 

the TV media for this industry. I 
don’t know the figures exactly 
but this industry could be worth 
25 million in exports. 


Fergus McNeill: Delta 4 


Clement Chambers: CRL 


Amstrad will keep it about the 

same but there may be some 
extra free goodies. 
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PREDICTI 


ONS 



Rod Cousens: Electric Dreams/ 
Activision 



Steve Wilcox: Elite 



Andrew Hewson: Hewson 



1 don’t anticipate any major 

developments but Pd like to see 
a cheap disc drive - it would 
stimulate software development. 

It’s difficult to see - I think to be 

really interesting we’d need a 
Spectrum compatible computer 
that was also radically different 
- probably operating in two 
modes. 

Fd like to see a volume control 

on the Plus 2 for the tape 
machine, a cheap standard 
Amstrad disc drive. 

I would like an official disc drive 
very much please. 


Yes. 1 think the 48K 

development has gone as far as 
possible and the 128K market 
will be a very active one. 

I think there may be 128K 

software in the second half of the 
year but for the first half it wll 
just be enhanced versions of 48K 
games. 

We followed the 128K quite 

closely in the beginning but at 
the moment I just don’t think 
there is a big enough market for 
128K only products. 

Yes because the 128K + 2 is 

going to sell very well at 
Christmas. 


Commodore should hang on 

with the 64 and possibly a baby 
Amiga. An Atari ST for £199 
would be a very attractive 
product and later on in the year 
we will see the games machines. 

I think the existing machines 

will do well, including the 
Amstrad CPC. The Atari ST and 
the new games consoles should 
also do well. 

I think the trend towards larger 

machines is finally happening, 
especially the Atari ST and in 
America the Amiga. I see some 
signs of a falling off in sales of 
the Amstrad CPC, 

The Atari ST may do quite well 
not so much because of the 
predicted price drop but 
because of better marketing. The 
Commodore 64 will still be 
around. 


It won’t actually grow in size it 

already has about 30 to 40% its 
more a question of activity - 
because of the new machine Fd 
anticipate sales to he strong. 

-- 

It won’t grow. I think it will just 

remain stable. Certainly we will 
continue to support it. 

Yes. It will grow, but the people 

using it won’t remain the same, 
people grow up and pass 
machines on. Generally I’m 
bullish about the future though. 

It will grow, but much although 

I think the new machine is a very 
good product. 


Around £100 and certainly no 

more than £129.95 if the Atari is 
going be out there for £199. 

iiis ■ '■ T . 

.— . , 

Well Fd like it to fall to around 

£100. 

I think the price will remain the 

same - it may drop to £129 but 
no more. 

£149 just like now. It won’t 
change because I don’t think 
Amstrad will feel it necessary to 
change it. 


The big companies won’t 

become any bigger. Instead 
second division software houses 
grow into bigger ones - could be 
Hewson, Piranha or Gargoyle, if 
they wanted to. 

Piranha have been doing some 

good things so I’d back them to 
do well. 

I must say it will be a pity if the 

industry does become 
dominated by three or four big 
companies. 

Actually Sagesoft will because 

of the PCW material but in the 
games market I’d give Firebird a 
good chance - they have been 
doing some sensible things 
recently. 


Nothing really significant unless 

we get discs - that could change 
software a lot. 

Nothing specific. I’m looking for 

continuing innovation in every 
game area. 

When we entered the market 

there was a Jet Set Willy Trend 
and an Adventure Trend. Shoot- 
em-ups are coming back 
strongly. Gameplay is all 
important. 

I m not telling! We have plans. 


1 think prices will hold up 

although there will be some 
* pressure downwards, the mass 
market will go budget. The 
£9.99 tag will have to denote 
something a bit special. 

I think that’s interesting, I see a 

gap at, say, £4.95 for a mid range 
of software. I think that the £9.95 
price bands won’t go away but I 
think there will be fewer titles in 
it. 

There won’t be any more budget 

software houses, I wouldn’t 
want to see a price change for 
the £7.95-£9.95 range we see 
now. 

I’m bullish, I think even though 
you get material out on budget 
which is of full price quality and 
vice versa the basic price bands 
will remain the same. 

[ 

1 

That it keeps going and there 

keeps being enough support out 
there to justify the time effort 
and expense that go into the best 
most exciting games. 

A reduction in hardware prices 

- good for obvious reasons and 
some interesting new hardware. 

The best that could happen is 

that companies could start to 
realise that they are only 
shooting themselves in the foot 
when they market and hype 
games that are not yet ready. 

Difficult, how about this, some 

UK manufacturer launches a 
world beating Spectrum based 
computer with sprites and lots of 
extra features which does well 
on a world wide scale. 

D 

Well let’s hope the industry 

doesn’t go away or become 
diluted and that we get rid of 
piracy. 

The worst thing that could 

happen in 1987 is that Elite will 
continue to be only the third 
most successful software house 
in the country. 

If any of the major retailers pull 

out of software that would be 
bad. I wouldn’t like to see many 
software houses fail - the more 
the better. Variety is the spice of 
life. 

Nuclear War. Or a dramatic 

change in the hardware market 
which we couldn’t quickly 
follow. 
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Got a problem? Then send for help! Write now to: Graham Close, Blewbury, Oxfordshire 


Time waits for 
no Spectrum 

With a real sophis interrupt-driven 
machine-code clock routine 



ell. I suppose I should 
have expected it! I set up a 
little competition in these pages 
a couple of months ago offering 
a prize for the best interrupt 
driven clock routine written by a 
reader. The entries trickled in 
over a period of a month or six 
weeks - clearly the competition 
did not sent you all scurrying to 
your Spectrum keyboards to get 
stuck in. A couple of weeks ago I 
had a look through the entries 
myself and then handed them 
over to one of our 
programmers, Keith Prosser, 
for a stricter evaluation. 

Two days later he came back 
to me and said that none of the 
entries got his five star rating 
and so he had written a routine 
himself to do the job! 

"Aaah". I thought to myself. 
"Hmmm". I considered. 
"Oooh". I contemplated. "Now 
what do I do?" 


Icon get 
it right 

O h dear.fm wrong 

agaimln the December 
issue of HQ I explained the 
term "icon" and suggested it 
was derived from the Russian 
language, Stefa nos Star rides of 
Larnaca, Cyprus has written to 
point out that the word comes 
from Greek in the first place 
(spelt eikon apparently) and 
that the Russians also use the 
word because some of them are 
orthodox Christians like the 
Greeks, Sorry for misleading 
you all and thank you to 
Stefanos for putting me right. 
It's funny how these words get 
about isn't it? 


This month's prize - to Paul Sharp 

Keith that none of the routines 
was as slick as Keith's and so 
his is the routine that I have 
chosen to publish here. 
Nonetheless the entry from 
Paul sharpe of Shrewsbury was 
good enough to do the job and 
was the best of all entries and 
so he carries off the prize - a 
selection of Hewson games 
including Pyracurse written by - 
ahem - Keith Prosser and A N 
Other. 

Well done Paul. We had a bit 
of difficulty following your 
listing but at least it had 
comments on it which is more 
than can be said for a couple of 
other entries'. Your only 
mistake (and Keith insists that I 
bring this to your attention) was 
that you failed to preserve the In 
register by pushing the 
contents on to the stack at the 
beginning of the routine and 
then popping them back off 
again at the end. 

The entries from John Carter 
of Stratford and Paul Brown of 
Wellingborough both rate a 
mention. John's routine had a 
nice feature to read the time 
into a string variable so that it 
was accessible from a Basic 
program. This goes beyond my 
original specification but was 
definitely a useful thing to do. 
Paul's routine worked fine but it 
went wrong if the display was 
cleared or scrolled which was 
not good news. 

Overall nobody took on the 
problem as stated - to get the 
job done in the minimum time 
and we found that the 
comments added to the 
routines were universally 
inadequate. Keith has 
attempted to do better on both 
counts in the routine published 
in Table 1. Attention has been 
paid to creating fast code right 
the way through this routine but 


it is particularly evident at the 
end with the Opchar subroutine 
which is used to plonk the digits 
on to the screen. In this 
subroutine the same four 
instructions which put the eight 
lines of each character pattern 
on to the screen are repeated 
eight times rather than 
incorporating them into a ioop. 

If a loop was used, a counter - 
probably the b register - would 
have to be decremented and 
tested each time round the loop 
so as to identify when printing 
was complete. This kind of 
decrement-and-test is exactly 
the sort of thing that has to be 
avoided when time is at a 
premium but space is not. It is 
faster and therefore better to 
repeat the same code eight 
times (which wastes memory 
space) rather than decrement- 
and-test eight times (which 
wastes time). 

If you really wanted to go for 
minimum execution and 
memory space was available it 
would be worth replacing the 
calls to both Opbcd and Opchar 
by writing out the code in full. 
This is of course very wasteful 
of space but it save the time 
taken by both the Call and Ret 
instructions. 

There are a few general 
points to be made about writing 
fast code. These take the form 
of points to be borne in mind as 
you are putting routines 
together. The first is that 8-bit, 
ie single register, increments 
and decrements are faster than 
16-bit versions which do the 
same job. Hence, if you have to 
increment through a counter it 
is helpful if you can limit the 
range to less than 255 so that 
you can use a single register 
rather than a register pair. 
Remember Inc b is quicker than 
Inc be. 



Well, Keith and I sat down 
and had a look through the 
entries again and compared 
them with the original 
specification which was framed 
as follows: "... a prize to the 
reader who sends in the most 
efficient clock routine. I shall be 
looking for speed of execution 
rather than shortness of code 
because it is very important that 
any routine which is called fifty 
times a second does its job as 
quickly as possible. The routine 
must count for at least two 
hours and show hours, minutes 
and seconds." 

In the end I had to agree with 



Table 1. Keith Prosser's interrupt- 
driven machine-code clock routine 

C> *»crn 

♦asm 

1 I 

2 | interupt driven real time cl 

3 » 

4 | copyright HEwBON 1986 

3 I 

6 |uses BCD reprensentation 

7 j SETS UP A VECTOR PAGE 

0 | FROM fcFEOO to &FFOO 

9 > AND PUTS A 3 BYTE JP 

10 | INSTRUCTION AT fcFDFD 


I 


irg fcfcOO 

char. def. addresses in ROM 


&3d80f digits 
fc3dd0| colon 


I routine to 
t start clock 


23 Id b,Of a vector page 
FC03 0600 
Olid (hi),fcfd 

FC05 36FD 

25 inc hi FC07 23 

26 djnz iO FCOB 10<FC05> 

27 Id (hi),fcfd * 

FCOA 36FD 

28 | 

29 Id a, 50|initalise 1/50 

FCOC 3E32 

30 Id (Jiffy),a» sec entr 

FCOE*320000 

31 I 

32 | put a Jump to the 

33 | clock routine at fcFDFD 

34 » 

35 Id a,fcc3| Jp clock 

FC11 3EC3 

36 Id (fcfdfd),a 

FC13 32FDFD 

37 Id hi,clock 

FCl£,#2|Oooo 

38 Id (fcfdfe),hl 

FC19 22FEFD 

39 » 

40 Id a,fcfe FC1C 3EFE 

41 Id 1,a|intrpt mode 2 

FC1E ED47 

42 im 2 FC20 ED5E 

43 ret FC22 C9 

44 | 

45 iroutine to 

4*. *turrt off clock 1 
47 , 

f iim 1 FC23 ED56 

49 ret FC25 C9 

50 | 

51 i interrupt routine 

52 » 

ock ipush afj preserve regs 
FC26 F5 

54 push hi FC27 E5 

55 push be FC28 C5 

56 push de FC29 D5 

57 | 

58 Id hl,Jiffy» deer 1/50 sec. entr 

FC2A*21001C 

59 dec (hi) FC2D 35 

60 | 

61 | finish if not down to 0 

62 Jr nz,exitFC2E*2080 

63 Id (hi),50| reset entr 

FC30 3632 

64 i 

65 | incr. seconds 

66 | 

67 Id a,(sees) 

FC32*3AOOOO 

68 inc a FC35 3C 

69 daaf BCD format used 

FC36 27 

70 Id (seca),a 

FC37*320005 

71 » 

72 | see if 60 seconds... 

73 aub fc60 FC3A D660 

74 » if not then finished 

75 Jr nz,exitFC3C*208E 

76 | 

77 }zeroise sees 


(secs),a 


FC3F.*320007 


81 | incr. mins 

82 i 

83 Id a,(mins) 


100 

101 

102 

103 

104 

105 

106 

107 

108 
109 
1 10 
111 


FC41*3AOOOO 
inc a FC44 3C 

daa FC45 27 

Id (mins),a 

FC46*320005 

I 

I test mins as above 
sub fc&O FC49 D660 
Jr nz,exitFC4B*208F 
Id (ml ns),a 

FC4D*320007 

I incr. hra 
I 

Id a,(hr s >FC5Q*3A0000 
inc a FC53 3C 

daa FC54 27 

Id (hrs),aFC55*320O05 

i 

reset after 24 hours 


sub 

Jr 


fc?4. fC58 D624 

nz,exi tFC5A:*2u8F 
(hrs),aFC5C*320007 


I on exit print hrs 
j and secs. 

1 in HHiMHiBB forma 

» 

I NB - for maximum 


11 

l: 

n 

e 


l- 



hri 
ml i 
se< 

J1 


BAi 
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HEWSON HELPLINE 


calls to opbcd 
I and opchar should be 
I mads Into in-1 In* coda 

t • k 4a IS - t sc rn.ftAir 

FC5F 111840 
{ <top right cornar) 

Id h,>dgta| hi-byta of 
FC62 263D 
I digit pattarns 
I 

Id a,(hr«>| print hrs 
FC64*3A0008 
call opbcd FC67*CD0000 
t 

Id l,<colon| print "i M 
FC6A 2ED0 

call opchar FC6C*CDOOOO 
» 

Id a,(mins)|print mins 
FC6F*3A0022 
call opbcd FC72*CD000B 
I 

Id l,<colon| print “i“ 
FC75 2ED0 

call opchar FC77+CDOOOB 
» 

Id a,(secs)| print sacs 
FC7A*3A003C 
call opbcd FC7D#CD000B 
} 

t rastora rags than 
pop da| continua with 
FC80 01 

pop be| normal intarrupt 
FC81 Cl 
I 

Jp 58| normal intpt. 

FCB2 C33A00 
I so start at 58. 


pushas af,hl first 


(opbcd prints A as two 
I BCD digits. 

I on antryr 
I DE at scraan 
1 H is high byta of 
I digit pattarns 
ion axiti 

I AF,C and L corrupt 
j DE « DE+2 
I 

ild c f ai prasava A 
FCB5 4F 
rrca FC86 OF 

and &78| gat hi-nybbla 
FCB7 F678 

I and calc. char, addr 
I |HL*> dlgits+Btnybble 
add <dgts FC89 CG80 
Id 1 ,a FC8B 6F 
call opchar( print digit 
FC8CKCD0015 
Id a,c| gat Io-nybbla 
FC8F 79 

and 13 FC90 E60F 

add a| calc. char, addr 
FC92 87 
add a FC93 87 

add a FC94 87 

add <dgts FC9S C680 
id 1,a FC97 6F 
I 

fopchar prints tha char. 

| pointed to by HL to tha 
(NB-not a loop for spaad 


scraan at DC 


174 

fon 

entryi 


i DE 

i At 

176 

» HL 

*t char, pattern 

177 

jon 

exiti 

179 

1 DE 

- DE+1 

179 

1 A 

and L corrupt 

ieo 

I 

opchar 

ild 

a,(hi) FC98 7E 

182 

Inc 

1 FC99 2C 

183 

Id 

(de>,a FC9A 12 

184 

Inc 

d FC9B 14 

185 

1 


186 

Id 

a,(hi) FC9C 7E 

187 

Inc 

1 FC9D 2C 

188 

Id 

(de),a fC9L 12 

189 

inc 

d FC9F 14 

190 

> 


191 

Id 

a,(hi> FCAO 7E 

192 

inc 

1 FCA1 2C 

193 

Id 

(de),a FCA2 12 

194 

inc 

d FCA3 14 

195 

» 


196 

id 

a,(hi) FCA4 7E 

197 

inc 

1 FCA5 2C 

198 

Id 

(de),a FCA6 12 

199 

inc 

d FCA7 14 

200 

1 


201 

Id 

a,(hi) FCAB 7E 

202 

inc 

1 FCA9 2C 

203 

Id 

(de),a FCAA 12 

204 

inc 

d FCAB 14 

205 

1 


706 

Id 

a,(hi) FHAC 7F 

207 

Inc 

1 FCAD 2C 

208 

Id 

(de),a FCAE 12 

209 

inc 

d TCAF 14 

220 

1 


211 

Id 

a,(hi) FCBO 7E 

212 

inc 

1 FCB1 2C 

213 

Id 

(de) , a FCB2 12 

214 

inc 

d FCB3 14 

215 

» 


216 

Id 

a,(hi) FCB4 7E 

217 

Id 

(de),a FCB5 12 

218 

1 


2*) 

Id 

a d* incr 3creen 
rcBb 7* 

220 

sub 

7 FCB7 D607 

221 

Id 

d,a FCB9 37 

222 

inc 

e FCBA 1C 

223 

ret 

FCBB C9 

224 

1 


225 

|V«r 

iablesi 

hr» 

id# f b 

O FCBC OO 

aim 

idefb 

O FCBD OO 

sec* 

idefb 

O FCBE OO 

Jiffy 

idefb 

0 FCBF OO 


BASEiAFIBht 44827) 

TOP iFCBFh(64703>(19877 bytes) 


It takes longer for a jr 
instruction to branch to a new 
address than it does to fall 
through. This is because it takes 
the microprocessor time to 
work out the destination if a 
branch occurs whereas if it is to 
fall through to the next 
instruction it need only 
increment the program counter 
as normal. Hence it is quicker if 
you can arrange tests like jr, nc 
etc so that the routine carries on 
in line most of the time. 

Avoid loops and counters if 
you can and put code in line 
where possible (ie don't call 
subroutines). Don't do the same 
job twice and keep an eye on 
registers and flags. Don't write 
values to them unless you have 
to. 

Finally and perhaps most 
important of all. It is absolutely 
vital that you document quick 
code in great detail. It is harder 
to write and understand than 
"ordinary" code and it is harder 
to debug. Some of the things 
you must do, like putting code 
in line to avoid subroutine calls, 
is clearly contrary to usual 
programming practice so it is 
very important that you explain 
in your documentation not just 
what you are doing, but also 
why you are doing it. 

Otherwise, when you or 
anyone else comes to look at it 
in six months time you are 
going to find it hard to pick up 
the threads. 

Two last points remain to be 
made about the interrupt 
routine itself. The first is that a 
complete page of memory - 256 
bytes - is required for the 
interrupt vector. Some 
peripherals, in particular a 
Kempston joystick interface, put 
numbers on the address bus 
which forms the other half of 
the interrupt vector so 
assuming that the address bus 
holds FF (hexadecimal. 255 in 
decimal) is not good enough. It 
used to be possible to use a 
blank page at the top of the 
Sinclair Rom for the vector but 
since the launch of the 
Spectrum 128 this has not been 
possible because this area of 
the Rom has been taken over by 
the manufacturers. (This by the 
way is the main reason why 
some pre-Spectrum 128 
software does not run on the 
new machine.) 

Finally it is essential that any 
nterrupt routine preserves all 
the registers because you never 
know who is going to be doing 
what before and after the 
nterrupt occurs. If Basic is 
running you can get away 
without preserving the IX 
register like Paul Sharpe, our 
competition winner but that is 
all. 



las 
dance 


M att Ferguson of Barnwood 
asks: Can you explain the 
problem of the Spectrum 
colour clash please? What is it 
really? Why do you get it on 
some computers and not on 
others? I feel it is a shame that 
an excellent arcade game such 
as Paperboy has to be 
converted with the main 
playing area in blue. 

The truth is Matthew that you 
get what you pay for. If you 
spend £20,000 on a fancy new 
Jaquar ear it comes complete 
with electric windows, a built-in 
cigarette lighter and the engine 
barely stretches itself beyond 
idling speed as it cruises down 
the motorway at 70 miles per 
hour. However, if you choose to 
spend just £5000 on a Mini 
Metro you have to wind the 
windows by hand, bring your 
own cigarette lighter and as the 
car struggles to reach 70 miles 
per hour the engine whines in 
an overworked protest. 

What has all this to do with 
colour clash problems? Well a 
dedicated arcade machine is to 
the ZX Spectrum what the 
Jaguar is to the Metro. Under 
the 'bonnet' of the average 
arcade machine there are a lot 
of extra chips and bits and 
pieces all dedicated to creating, 
apparently effortlessly, all the 
clever sound and graphic 
effects. When it comes down to 
it the Spectrum simply can't 
compete. Unfortunately, the 
average arcade machine costs a 
lot more money than the 
average Spectrum so we have 
to make do as best we can. 

The particular colour problem 
for the Spectrum is that it does 
not have a true high resolution 
colour screen despite the 
colourful appearance of the 
display. Instead it has a 
monochrome (ie two colour) 
high resolution bit-mapped 
main display with a low 
resolution eight colour "filter" 
superimposed. The 
monochrome display is 
controlled by the contents of 
the display file which occupies 
addresses 163B4 ro 22527. The 
setting of each bit in the display 
file controls the setting of one 
pixel on the screen. This is what 
is meant by the phrase "bit- 
shaped" - each bit is mapped to 
a particular pixel. 

Bits are grouped together in 
eights to form a byte so that 
Pokeing a value into a particular ' 
byte will effect the setting of 
eight pixels. For example the 
Basic instruction: 



the top left-hand corner of the 
screen to black. Try Poking 
other numbers into other 
addresses anywhere in the 
range 16384 to 22527 to see 
what effects occur. You will see 
that the screen area occupy by a 
single pixel is very small - 
about the size of a pinhead. This 
is what is meant by the phrase 
"high resolution". 

The low resolution colour 
"filter" is controlled by the 
attributes files which occupy 
addresses 22528 to 23295. Have 
a go at Pokeing numbers into 
this area. You will observe that 
you can only alter complete 
character squares all at one go. 
This is what is meant by the 
phrase "low resolution", as you 
experiment you will see that 
you can only obtain at most two 
different colours on each 
character square - perhaps a 
white ink on a blue Paper or a 
black ink on a red Paper. 

This is the essence of the 
Spectrum colour clash problem. 
You can have a lot of fine detail 
in a picture or graphic but as 
soon as you try to colour it in 
you discover that the low 
resolution colour "filter" makes 
it difficult to create the effects 
that you want. The problem Is 
particularly noticeable in 
computer games because these 
typically involve moving small, 
highly coloured objects around 
the screen. 

Unfortunately there is 
absolutely nothing that can be 
done about the problem. The 
Spectrum hardware offers no 
way round the problem. We are 
stuck with the Metro and cannot 
hope to catch up with the 
Jaguars 
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Now for something completely different You are an insidious little 
WORMIE being chased through a micro-electronic labyrinth (you 
guessed it a Sinclair Spectrum!) by CREEPERS in SPUTNIKS and 
CRAWLERS on foot (feets?). Defend yourself by shooting BURPER 
SPARKIES at the CRAWLERS, and BLASTER SPARKIES to take 
out the SPUTNIKS. You'll see the computer board in a smooth¬ 
scrolling 3D viewed from above (yawn, yawn, just another bit of 
mega-programming), as you crawl around in search of a DISK 
DRIVE on which to CLONE yourself First you'll need to find fifty 
SPINDLES to eat, which will replenish your supply of SPARKIES to 
shoot at the BUGS How long can you crawl down a DATA BUS 7 
Find out how refreshing a DE-BUGGERf eels when you restuckina 
Spectrum and covered in CRAWLIES This game is like WELL 


Available October 20th 
Trade enquiries to Centresoft 

on 021 356 3388 


Any Spectrum £9.95 


























































Spectrum & Amstrad 
available November 20th 

Commodore 64 
available January 20th 

Trade enquiries to Centresoft 

on 021 356 3388 

Sales dept., 

Castle Lodge, Castle Green, 
Taunton, Somerset TA1 4AJB 
England Telephotw |«U 3 | S44H ( 





























SPECIAL OFFERS 

n* SPECTRUM/PLUS/1 28K 


INCLUDING INTERFACE 
PLUGS STRAIGHT INTO SPECTRUM/PLUS 


£13.99 


V.o'Ne* 


ONLY Llil.JJ POSTFREE 

• TOP + TRIGGER FIRE BUTTON 
•AUTO FIRE MODE 

• KEMPSTON COMPATIBLE 

• STABILIZING SUCTION CUPS 

• SPECTRUM OR PLUS • UNBEATABLE OFFER 
SEND FOR INSTANT DESPATCH 


PRICE BREAKTHROUGH 

| SWITCHABLE JOYSTICK 
INTERFACE 
ONLY £8.99 POST FREE 

• ALL THREE SYSTEMS AT THE FLICK OF A SWITCH 

• KEMPSTON - CURSOR- INTERFACE II' 

• ACCEPTS ANY 9 PIN JOYSTICK-INCLUDING 
RAPID FIRE MODELS •SPECIALOFFERH p*- QQSENDf 
Buy with QUICKSHOTII complete for only L #NOWJ 


Now you can backup all your Spectrum Games 
to Microdrive or Tape. IMPROVED 

MODEL! 

Jfcj ONLY 

W£24.99\ 

POST FREE 


• Simply press a button to "freeze" the program. 

• Save to micro drive or tape 

• Special program compacting techniques 

• Code Inspector allows you to freeze the 
action, add pokes and restart the game again 
Also peek facility. 

• All backups will restart from the 
point they were saved. 

I ROBOTICS & MODEL CONTROL £ 29 . 99 1 

Made easy on your Spectrum POSTFREE 

• 4 independently controllable outputs for robotics, motors, lights, etc. 

• 8 independent inputs for sensing etc. 

• This is the unit that the "Lego" publication "Make and Program your own 
LRnbots" was based on • Complete with all cables *jasv_to_use_ 

Now you can create Superb Graphics easily with 

the New Lightwriter 

S £14.99 

POST FREE 

Lightpen comes 
complete with 

______ Interface & Software 

•Just plug in the Datel Lightwriter and draw circles, squares, rectangles make 
superb hand drawings, paint, fill, erase, choose inks, paper, colours. •Save your 
results into memory (48K)and use in animation or save onto tape to use in your 
own games • All functions selected from screen menu with the lightpen. 

• Unbeatable value. • Nothing more to buy. 

SEND NOW AVAILABLE FOR IMMEDIATE DELIVERY 


Digital Sound SampEng Technology. NOW Available 

—j on yow Spectrum 

7 Complete iwwt and Software 

'£ 49 . 99 ,^ 


• Digital Sound Sampling has only previously been available lor large 
micros and costing at least 10 times the amount • The sound Sampler 
allows you to record ■ Digitally " any sound into memory and instantly 
replay it at any pitch, forwards, backwards, ascending scale, compressed 
expanded, with echo, endlessly looped, etc • Supplied complete with 
Software package to facilitate the above operations, plus on screen Voice 
Prints' + Frequency Plotting • With on-screen keyboard + drum kit a 
whole system symphony could be produced from a single Sample Sound • This is a 
professional unit featuring 8 Bit D to ADC converters as used in Digital equipment now sweeping 
the music world • Although the unit is not a toy. giving truly astounding results for the musically inclined 
re have incorporated a games interface to allow you to use Sound Sampling in your own games etc.. ™ 


. ABOUT < 
WITH • 


Centronics Printer Interface 

ONLY I 


£24 


Post I 
Free f 

AVAILABLE NOW!! 

UNBEATABLE 
OFFERS 

Games Ace features: 

KEMPSTON COMPATIBLE • JOYSTICK INTERFACE 
ACCEPTS ANY 9 PM JOYSTICK INCLUDING RAPID 
HRE MODELS 

PLUS DBIVERS THE SOUND FROM YOUR 
GAMES THROUGH TV SPEAKER. (Fwly c wvohb W 

ONLY £10.99 or complete with QuickShot II 
only £1799 POST FREE 


□ Suitable for any Centronics Printer 

□ Complete with Printer Cable 

□ Microdrive Compatible 

□ Tasword Compatible 

□ Hi-Res Screen Dump (Edson) □ Easy to usej 


] ELECTRONICS 


USUALLY SAME DAY 
DESPATCH ON ALL ORDERS 

SEND CHEQUES POsTO 

UNITS 8/9 

FEN i ON INDUSTRIAL ESTATE, 
DEWSBURY ROAD, fenton. 

STOKE ON TRENT TEL 0782273815 
FAX (0782)264510 


24 HR CREDIT 
CARD LINE 


r 
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MEGASAVE FANTASTIC SAVINGS 

Yie ArKung Fu II. 

.5.95 

Strike Force Cobra. 

.7.50 Academy. 

6.75 

Rambo II (Cobra). 

5.95 

VeraCruz. 

.6.75 The Press. 

6.00 

Grph.Adv.Creator. 

19.50 

Animator 1. 

.7.50 Judge Dredd. 

,6.74 

Stole a Million. 

.7.50 

Trivial Pursuit. 

12.50 Sky runner. 

,7.95 

r.rvQtal P.astlps 

7.50 

Droid. 

,5.95 P.A.W. 

19.50 

vi yoiai vooiivo .. 

Fairlightll. 

7.50 

Aliens. 

,7.50 Defcon. 

.6.75 

Top Gun. 

5.95 

Shao-lin’s Road. 

,6.75 EastEnders. 

7.50 

Elite. 

11.25 

Leaderboard. 

,5.95 Handball Maradonna...5.95 

Ace of Aces. 

6.75 

Footballer of Year. 

,5.95 Marble mad. Con. Set 

,6.75 

IKARI Wariors. 

.5.95 

Avenger. 

,7.50 Big Trouble in L.China. 6.95 

Xevious. 

5.95 

Now Games III. 

,7.50 CopOut. 

6.75 

Silent service. 

.7.50 

Durell Big Four. 

,7.50 Deep Strike. 

7.50 

Sold A Million III. 

7.50 

Nightmare Rally. 

,5.95 Twice Shy. 

,7.50 

World Games. 

.6.75 

Uridium. 

,6.75 NapoleanatWar. 

,7.50 

Paper Boy. 

.5.95 

Star Raid II. 

,7.50 Donkey Kong. 

,6.45 

Cholo. 

12.50 

Hard Ball. 

,6.75 Sigma Seven. 

7.95 

Breakthru. 

.6.75 

Light Force. 

,5.95 Star Glider. 

12.95 

Botham’s Cricket. 

5.95 

Great Escape. 

,5.95 Sam Cruise. 

,5.95 

Strike Force Harrier. 

...7.50 

Astrix. 

,6.75 Shadow Skimmer. 

,5.95 

Theatre Europe. 

7.50 

Fire Lord. 

,6.75 Brian Clough’s football. 

12.95 

Dandy . 

7.50 

Hilander. 

,5.95 Scalextric. 

,7.95 

Spitfire 40. 

...7.50 

Double Take. 

,5.95 Tempest. 

5.95 

Trapdoor. 

.6.75 

Mag Max. 

,5.95 Bomb Jack II. 

,5.95 

Colour of magic. 

7.50 

Konami’sGolf. 

,5.95 Air Wolf (new). 

,5.95 

Space Harrior. 

.5.95 

Super Soccer. 

,5.95 HackerII. 

7.95 

Fist II. 

6.75 

Terra Cresta. 

,5.95 Shock Absorber. 


Art Studio. 

.12.50 

Konami’s Arcade Hits.. 7.50 Annals of Rome. 

10.95 

Ghosts & Goblins. 

.5.95 

Shock Way Rider. 

,5.95 Tenth Frame. 

6.95 

Jail Break. 

.5.95 

1942. 

,,5.95 President. 

6.95 

SAS Strike Force. 

.6.75 

Hit Pack Elite. 

7.50 Hypa Ball. 

,7.95 

Dan Dare. 

.7.50 

Aftershock. 

,7.50 Commando’86. 


PSI Chess. 

7.50 

Bazooka Bill. 

,,6.75 Bugsy. 

5.95 

Super Cycle. 

.6.95 

Gauntlet. 

, 7.50 A Dragons Lair pt 2... 

5.95 

Uchi Mata. 

.6.75 

Future Knight. 

,.5.95 Mercenary. 

,7.95 

TT Racer. 

.7.50 

ScoobyDoo. 

,5.95 Samurai. 

,7.95 

Rogue Trooper. 

.6.75 

Exon. 

.,6.75 Short Circuit. 

,5.95 

Glider Rider. 

.6.75 

KatTrap. 

.,6.75 Battle Field Germany. 10.95 

Headcoach. 

.6.75 

Mastersof the Universe... 

.6.75 Battle of Britain. 

,7.50 

Postage Included UK. Please state which micro. Fast Service 



Send cheque/PO to: MEGASAVE, Dept S02 



49H Sutherland Street, Victoria, London SW1 




Mail Order only 
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DAAI OWTMMPP 


THE ULTIMATE POOLS PREDICTION PROGRAM 

• MASSIVE DATABASE Poolswinner is a sophisticated Pools 
prediction aid. It comes complete with the largest database 
available - 22000 matches over 10 years. The database updates 
automatically as results come in. 

• PREDICTS Not just SCOREDRAWS, but AW AYS, HOMES 
and NO SCORES. 

• SUCCESSFUL SELEC guarantee that Poolswinner performs 
significantly better than chance. 

• ADAPTABLE Probabilities are given on every fixture - 
choose as many selections as you need for your bet. The 
precise prediction formula can be set by the user - you can 
develop and test your own unique method. 

• SIMPLE DATA ENTRY All team names are in the program. Simply type in the reference 
numbers from the screen. Or use FIXGEN to produce fixture list automatically (see below). 

• DISC/MICRODRIVE COMPATIBLE Tapes supplied with conversion instructions. 
PRINTER SUPPORT Full hard copy printout of data if you have a printer. 

PRICE £15.00 (all inclusive) 



Boxed, with detailed 
instruction booklet 



AT LAST: No more struggling for hours to get the 

UTYPkM Qh/7 fixture list into the computer. FIXGEN has been 
1 lAvLli 0 V/ 1 programmed with all English and Scottish fixtures 
for 1986/7. Simply type in the date, and the full fixture list is generated in 
seconds. Fully compatible with Poolswinner. Yearly updates available. 
POOLSWINNER with FIXGEN £16.50 (for both) 


C0CRSEWINNERV3 


NOT JUST A TIPSTER 

PROGRAM, Coursewinner 
V3 can be used by experts 
THE PUNTERS COMPUTER PROGRAM and occ asional punters alike. 

You can develop and test your own unique winning system by adjusting the 
analysis formula, or use the program in simple mode. Coursewinner V3 uses 
statistical analysis of major factors including past form, speed ratings, course 
statistics, prize money, weight, going, trainer and jockey form etc, etc. It 
outputs most likely winners, good long odds bets, forecasts, tricastb etc. The 
database includes vital course statistics for all British courses. You can update 
the database - never goes out of date. 

PRICE £15.00 (all inclusive) includes nat AND National Hunt versions. 


ALL PROGRAMS AVAILABLE FOR: AMSTRAD CPCs, AMSTRAD PCWs (ADD £3.00), All BBCs, All SPECTRUMS, 

COMMODORE 64/128, ATARI (48K+), SINCLAIR QL. 

Supplied on tape (simple conversion to disc) - except PCW (on 3" disc) and QL (on microdnve) 




Send Cheques/POs for return of post service to ... 


phone 24 hrs SOFTWARE phone 24 hrs 

37 COUNCILLOR LANE, CHEADLE, CHESHIRE. ® 061-428 7425 

(Send for full list of our software) 















































































































































































IVI mortals usually think of 
the Stock Exchange as the 
right place for boardroom 
battles and takeover fever, 
so when the Adventurers 
Club fanzine and its other 
services seemed to vanish 
without trace over the 
Summer we probably put it 
down to bad luck or plain 
lack of interest from the 
great unwashed. Wrong. 

It turns out that a vast 
struggle took place between 
the shareholders of the club 
after a threat of closure 
from, I presume, the 
majority owner. Much blood 
was spilt and many cheques 
signed until Henry Mueller 
surfaced as the new 
managing director. The 
happy outcome is that the 
club has now been 
resurrected, once again 
offering a full range of 
services including a regular 
and quite hefty newsletter, 
discounted software and a 
helpline service. 

Members who thought 
they might have seen the 
last of their subscription 
cash will be relieved to hear 
that they'll get everything 
they expected, as all 
subscriptions have been 
extended to cover the lost 
months. 

The October 'Dossier' 
gives a full explanation for 


an tne problems as well as 
the regular items of 
adventure help, 
programming, readers' 
letters etc ... Let's hope the 
Club can continue 
untroubled to bring us 
adventurers together. If 
you've not heard of them 
before and would like further 
details of costs, write to The 
Adventurers Club, 64c 
Menelik Road, London NW2 
3RH or telephone 01-794 
1261. They're also on-line as 
a special interest group on 
the Hendon Fidonet Bulletin 
Board (01-200 7577). The 
board supports V21 and V23 
baud standards. 

On from here to the 
excellent and complex 

Terrors of 
T rantoss, 

♦ written by the RamJam Corp 
and published by Ariolasoft. 
It's only just been released 
so this is the first query I've 
^ had on this great game. 
Richard Cullen of 
Cleckheaton, Yorks has 
^ taken the two brothers, each 
^ of whom can be operated 
independently, away from 
. the village at the start and 

▼ has arrived at the firmly shut 
Gates of Ganneth: "As you'd 
expect, I'm stuck here - to 
^ get through I need to be able 
to translate the mysterious 


BBRBOS 

HELPLINE 


runes on them. So far I've 
found no clue to these at all 
- any ideas?" 

Sure do - the problem is 
that you haven't yet 
explored the surrounding 
countryside enough. After 
you've got the staff at the 
ravine you should head S, E, 
S to the deserted village. Go 
east to the side of the 
temple. One of the brothers 
should 25, 16, 5, 2, 16, 10. 
The other brother must go 
into the temple and close the 
door. Now 17, 26, 3, 5. Pick 
the small key up, open the 
temple door and enter and 
unlock the back door. Here 
will be found the translation 
for the runic mystery. Once 
through the gates of 
Ganneth, you'll need to 
make sure of closing them, 
otherwise the Fanglizard 
won't let you past. 

Some adventures cause 
more problems than usual. 


Let's hear it with 
sympathy for Vince Smith of 
Crawley: "Since buying 

The Boggit 

♦ I've done nothing but 

overheat my Spectrum and 
pulled out my hair solving 
the few problems in this 
^ delightful game. But try as I 
might I can't get the bow and 
arrow off Lard. Be nice - 
help." 

In a lengthy printout, Gil 
and Ran Rimon of Tel Aviv 
provide the answer and a 
whole lot more. First for our 
Vincey, talk to Lard when 
^you meet him and say hello. 
▼To get what you want 1, 16, 
7, 22 and also 1, 16, 9. Lard 
will be ecstatically happy 
^and will hand over the 
aforesaid bow and arrow, 
dragons for the slaying of. 
▼ For the benefit of all those 
who aren't remotely near 
this part of the game yet, I'll 
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CORBO'S 

HELPLINE 


give you Gil and Ran's 
solution to the first part of 
the game-READ AT YOUR 
OWN RISK O.K.? "Open the 
chest, climb into it and get 
the diary. Then climb out, 
read the card and then get 
and throw the chocolates. 
Read the diary and examine 
the door - the code is 29285. 



Drop the diary and go east. 
Answer Grandalf's question 
with 'Nothing'. When you've 
woken up and recovered 
from your party with the 
dwarves, go north and start 
talking. Start with Grandalf 
and ask him to follow you. 

Do the same sort of thing 
with Thorny and the other 
dwarves. Go east and 
northeast from here - you're 
in big trouble now. If you 
don't type the magic word, 
the trolls will eat you - the 
word is Lux. 

"When the trolls are dead 
get the key, climb into the 
cauldron and get the sword. 
Get out and go north where 
you unlock the door to the 
cave. Open it, go north and 
collect the rope and key. Go 
south twice and east twice. 
North from here is Rivendull. 
Talk to Smelrond, say hello 
and make sure you get the 
free lunch - you'll die of 
starvation otherwise. Go 
north and examine the 
windows in the hall - they 
give you useful information 
about the black spiders. Sx2, 
E, Sx2 to get the credit card. 
North to get the cigarette 
which is very important in 
the future. Ex3 and then IN 
to pick up the poisoned 
sandwich — this ties in with 
the legend of the spiders. Go 
out and south, get the plastic 
security card and go back 
north. Wx2, N and then wait 


until the goblins capture 
you." 

We'd better stop there in 
case Fergus McNeil objects 
to the amount of information 
being given out - that 
bulging wallet of his can 
cause a nasty bruise if you're 
not careful. Gil and Ran have 
yet more to offer though, 
this time some tips on 

The Vera 
Cruz Affair 

"Look Carefully for objects 
▲ -for instance a black point 
^ on the floor could even be a 
cartridge. The diary is the 

♦ second important object you 
find because when you 
press the space key again 
after you've got it with the 
^ camera, you'll have some 
important addresses. The 
most important object 
▲ though is the pistol, which 
you must try and get 
information on from the 

♦ CRRJ LYON service. After 
you've discovered 
something new, try to get 
statements from all the 
^ characters again. 

Someone's second 
statement can lead you to 
^ the murderer. Make sure you 
~ get statements from the 
neighbour and the caretaker 

♦ and, when you want Hubert 
Delroche's statement, 
simply ask for him by name 


and say that he can be found 
in St. Etienne. For the other 
details and the murderer ... 
find out yourself!". 

Tony Sheath of Bognor 
is stuck in 

Invincible 

Island 

♦ His problem is he wants to 
know how to escape with the 
treasure - I've found all the 
parchments but every time I 
^ get the treasure the natives 
catch up with me no matter 
what I do. "Well, for general 
▲ help you can all refer to 
~ Sandy Duncan's solution 
and map in this issue but, as 

♦ far as I recall, you need to 
have the skull with you 
before getting the treasure - 
without it the natives can 
always overtake you. Try 
picking it up or dropping it to 
watch for the effects. 

▲ Solution 

^ W. Take Key. N. Enter Hut. 

Take Potion. Leave Hut. Take 
^ Food. E. Unlock Chest. Open 
▼ Chest. Drink Potion. Look. 
Take Parchment. Drop Key. 
N, N, N. Give Native Food. S, 
^S. Take Axe, Examine Sign, 
E, E, N, E, S. Take Box. Break 
Box with Axe. Take 

♦ Parchment. N, W, W, W, W, 
N. Drop Axe. S, S, S, E, E, E, 
N. Enter Hut. Take Necklace. 

♦ Leave Hut. S, W, W, W, N, N, 
N. Take Anorak. Wear 


Anorak. N, N, N, E, N. Enter. 
Up. Take Key. Examine Altar. 

D, E, S,W, S, D, E. Take Map. 
U, U. Take Parchment. D, D, 

E. Unlock Door. Open door. 
Enter. Give Native Necklace. 
Leave. W, W, U, S, S. Drop 
Phrasebook. Drop Key. Drop 
Anorak. N, W, W, W, N. Take 
Footpump. W. Enter Pit. 

Take Parchment. Leave. N, 

N. Cross Bridge. Take 
Package. Examine Package. 
Inflate Dinghy. E. Cross Lake 
in Dinghy. Take Parchment. 
Cross Lake in Dinghy. W. 
Drop Footpump. Drop 
Dinghy. W, S, S, E, S, E, E. 
Take Torch. S. Take Canary. 
Light Torch. W, S, S, W, S. 
Take Parchment. N, W. Take 
Sword. N, N, N, E, E„ E, E, S. 
Drop Canary. Drop Torch. 
Take Phrasebook. Examine 
Parchment. Drop 
Phrasebook. Take Spade. N, 
W, W, N. Take Skull. E. Dig 
with Spade. Take Gold. E, E, 
S, S, S, S. Sail Boat. 

The Quickies 

^IZlUliUSillld Coupla 
tiddlers here, the first from 
Cameron Heslop of 
^Glenrothes, Fife: "To finish 
properly just put the book 
back where you got it after 

♦ you've killed the last wizard/ 
wraith. Then instead of the 
Failed message you'll get 
the Success sequence." 
^And, from another Scot, 
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Top Gun puts you in the fighter pilots seat 
of an F-14 Tomcat. 

Vector graphics and a split screen allow I or 2 
players to play head to head, or against the computer. 


Your armaments in this nerve tingling aerial duel 
are heat seeking missiles and a 20mm rapid fire cannon. 
Can you feel the force! 

Top Gun mavericks! Enter the danger zone. 


£ 7.95 

SPECTRUM 



£ 8.95 

AMSTRAD/ COMMODORE 



Ocean Software Ltd., 6 Central Street, Manchester M2 5NS. Telephone: 061-832 6633.Telex: 669977 OCEAN G. 

Ocean Software: Distributed in France by Ocean France.Telephone: 93-42-7144. Distributed in Germany by Rushware.Telephone: 2101-70040. 

TM & © 1986 Paramount Pictures Corporation. All Rights Reserved. TM. a trademark of Paramount Pictures Corporation. 


















Full range of 
f records, cassettes.] 
CD’s & video’s 
in stock 


BARRY PAUL 

67-69 Leather Lane, London, EC1 7TS 
Tel: 01-405 1515/6078/1270 


Visit Our 
Shop Mon 
to Fri 
,9.30-5.: 


PSIS T rading Company 

5.50 

Colour of Magic 

6.50 

Thanatos 

6.50 

Leaderboard 

5.99 

Jail Break 

5.50 

Fat Worm 

6.50 

Fire Lord 

5.99 

Graphic Adventure Creator 

22.95 

Big FourDurrell 

6.50 

Footballer of the Year 

5.50 

Tarzan 

5.99 

Druid 

5.50 

Future Knight 

5.50 

Theatre Europe 

6.50 

Scooby Doo 

5.50 

Trail Blazer 

5.50 

Annals of Rome 

6.50 

Space Harrier 

5.50 

Terra Cresta 

5.50 

Scrabble 

3.99 

Mag Max 

5.50 

Great Escape 

5.50 

Chess 

1.99 

Star Glider 

9.99 

Armour of Antriad 

5.99 

Monopoly 

6.50 

Ikari Warriors 

5.50 

Xeno 

5.99 

Pawn 

9.99 

Gauntlet 

5.99 

Uridium 

5.99 

Cosmic Shock Absorber 

5.99 

East Enders 

6.50 

Judge Dredd 

5.99 

Paper Boy 

5.50 

Cobra 

5.50 

City Slicker 

5.99 

Elite 

9.50 

Cluedo 

6.50 

Shadow Skimmer 

5.50 

Light Force 

6.50 

Scaletric 

6.50 

Orbix 

5.50 

Cyborg 

5.50 

Eidolon 

6.50 

Trivial Pursuit 

9.99 

Dandy 

5.50 

Artist II 

8.50 

Any Mastertronic 

1.75 

Explorer 

5.50 

Dracula 

6.50 

Camelot Warriors 

5.99 

They Stole a Million 

5.99 

Torbruk 

6.50 

Avenger 

6.50 

YieAr Kung Full 

5.50 

5 Star Games 

6.50 

Sky Runner 

6.50 

KonamisGolf 

5.50 

10 Computer Hits 1 +2 or 3 

6.50 

Double Take 

5.50 

Dark Sceptre 

6.50 

Crash Smashes 1 +2 or 3 

5.99 

Aliens 

6.50 

Bazooka Bill 

5.99 

Archers 

6.50 

1942 

5.50 

Xevious 

5.99 

Tempest 

5.50 

Mailstrom 

5.50 

Bobby Bearing 

5.50 

Donkey Kong 

5.50 

Top Gun 

5.50 

Shao Lins Road 

5.50 

Legend of Kage 

5.50 

Uorrl Roll 

5.99 

Konamis Coin Op Hits 

6.50 

Ram Turbo Interface Dual Port 

13.99 

MalO D9 II 

Fairlightll 

6.50 

Gallipoli 

M AmAoi o 

5.99 

D KTronics Dual Port Interface 
QSII Plus (Micro Switched) 

8.99 

11.99 

Kayleth 

5.99 

Nemesis 

U.JU 

r no 

Comp PR 05000 Joystick 

13.95 

Scaletrix 

6.50 

Breakthru 

5.99 

Cheetah Mach 1 

13.95 

Supa Soccer 

5.50 

KatTrap 

5.99 

Konix Speed King 

11.99 

Make cheques/PO payable to Barry Paul. 

Allow 28 days for delivery. Please phone for details 

of new releases and any games not listed. 


DATA-SKIP 

PRESENTS: 




With the Videoface you can transfer television 
pictures into Spectrum SCREENS. With this 
SCREENS you can do whatever you like. You 
can LOAD them into a drawing program or 
make hardcopies on a printer (see examples) 

For the Videoface a video-out signal is needed 
so you can use a video recorder, camera or 
scart-television. 

You can even use another computer as a 
transmitter. What would you think of a 
Commodore screen in your Spec?? 

The Videoface scans continuously and 
because of it’s speed, it appears you’re 
watching a digitised movie! 

The Videoface produces a high-res 256 x 192 
x 4 bit screen. 

The software is fully menudriven and is Beta 
and microdrive-compatible. 

Slice adjustable while scanning. Always 
stores the latest six screens for animations! 

The Videoface digitieses a picture in 0.27 
seconds! 

And you can use it for fun, computer art or 
professional aims 

So why hesitate? Rush to the mailbox and 
order now! 

The Data-Skip Videoface digitiser is £69, 
incuding P&P and VAT. 

Trade enquiries welcome, please contact us: 

(0) 1820-20581 Data-Skip, L. Willemsteeg 
10,2801 WC Gouda, Holland 
‘Also available from Romantic Robot 01 625 9463 


These are all real Spectrum 
screen-shots! 


’ME 

DIGITISER 



_ Vidoefaces at 


foata-Skip digitiser 

I Please send me- 

I £69 each, VAT and P&P is included. 

| I enclose Cheque or Postal Order for 

I Made payable to Data-Skip, Gouda, 

I Holland 

I Name- 


Signature _ 


Micro Connection (Belgium) 
ABC (Germany) 


CUT PRICE SOFTWARE 


SPECTRUM 

RRP 

OUR 

SPECTRUM 

RRP 

OUR 

SPECTRUM 

Dan Dare 

9.95 

6.95 

Cobra 

7.95 

5.50 

Infiltrator 

Superbowl 

9.95 

6.95 

Elite 

14.95 

10.95 

Thanatos 

Uchi Marla 

8.95 

6.50 

Top Gun 

7.95 

5.50 

Nightmare Rally 

Space Harrier 

7.95 

5.50 

Dracula 

9.95 

6.95 

Movie 

Bomb Jack 2 

7.95 

5.50 

Avenger 

9.95 

7.25 

Dark Sceptre 

Commando 86 

7.95 

5.50 

Masters Universe 

8.99 

6.50 

Laser Basic 

1942 

7.95 

5.50 

Tau Ceti2 

9.95 

7.25 

Cauldron 2 

Durell's Big4 

9.95 

6.95 

Xevious 

7.99 

5.50 

Football of Year 

World Games 

8.99 

6.95 

Aliens 

9.99 

7.25 

Graphic Ad Crea 

Now Games 3 

9.95 

6.95 

Ex Fist 2 

8.95 

6.50 

Pyracurse 

Hardball 

8.95 

6.50 

Trivial Pursuit 

14.95 

11.95 

Lazer Genius 

Terra Cresta 

7.95 

5.50 

Mag Max 

7.95 

5.50 

TT Racer 

Sold A Million 3 

9.95 

6.95 

Highlander 

7.95 

5.50 

Scooby Doo 

Ghost & Goblins 

7.95 

5.50 

Star Glider 

14.95 

11.95 

Theatre Europe 

Galvan 

7.95 

5.50 

WAR 

7.95 

5.50 

Paperboy 

Great Escape 

7.95 

5.50 

Knight Rider 

7.95 

5.50 

Fairlight 2 

Best Of Beyond 

KonamiCoinOp 

9.95 

6.95 

Sky Runner 

9.95 

7.25 

It's A Knockout 

7.95 

5.50 

Jack The Nipper 

7.95 

5.50 

The Boggit 

Ace 

9.95 

7.25 

Big Cave Adventure 

7.95 

5.50 

Ice Temple 

Super Soccer 

7.95 

5.50 

Green Beret 

7.95 

5.50 

Mikie 

Batman 

7.95 

5.50 

Double Take 

7.95 

5.50 

YieAr Kung Fu2 

Leaderboard 

7.95 

5.50 

KonamisGolf 

7.95 

5.50 

Shao-Lin's Road 

Miami Vice 

7.95 

5.50 

Uridium 

8.95 

6.50 

Gauntlet 

Konami Jail Break 

7.95 

5.50 

Triv PursuitY/P 

7.95 

5.95 

Firelord 

This is just a small selection from our stocks. Please ring for more details. PSP Included. 
Overseas orders please add 75p per 


RRP 

9.95 

9.95 

7.95 

7.95 

14.95 
14.95 

8.95 

9.95 

22.95 

9.95 

14.95 

9.95 

7.95 

9.95 

7.95 

9.95 

9.95 

7.95 
7.95 
7.95 
7.95 

7.95 
8.99 

8.95 


OUR 

7.25 

7.25 

5.50 

5.50 

10.95 

11.95 

6.50 
7.25 

18.00 

6.95 

10.95 
7.25 

5.50 
7.25 
5.50 
6.95 
6.95 
5.50 
5.50 
5.50 
5.50 

5.50 

6.50 
6.50 


Visa/Access orders by phone welcome to: 

CUT PRICE SOFTWARE Dept (DEPT 4) Unit 6, STORT HOUSE, 
Riverway, Harlow, Essex, CM20 2DW 
Tel: (0279) 24433 (24 hr ansaphone) or 31956 office hours 


FACULTY ENTERPRISES LTD 

PRESENT 

Gauntlet (US Gold) 8.99 

Super Soccer (Imagine) 7.99 

Legions of Kage (Imagine) 7.99 

Elite (Firebird) 9.15 

Cobra (Ocean) 7.99 

Internatonal Karate (Endurance) 7.89 

Light Force (FTL) 7.99 

Scooby Doo (Elite) 7.99 

Battle of Britain (War Games) 9.90 

Hardball (Accolade) 8.99 

Football Manager (Addictive Games) 5.99 

Spitfire 40 (Mirrorsoft) 9-95 

Ace (Cascade) 7.25 

Aliens (Electric Dreams) 9-90 

Masters of the Universe (US Gold) 8.99 

Send SAE for List. Cheques and P.O.'s payable to: 

FACULTY ENTERPRISES LTD 

7A Sherwood Crescent, Market Drayton, Shropshire 
PHONE:-0630 57465 

or 43 Manor Road, Enfield, Middx EN2 OAN 


82 












































Deathbringer of Ardrossan 
comes this cheat: "When 
you get below 10 Lifeforce 
get hit by a bubble - your 
lifeforce should then go up 
to about 250." Try it and see. 
Also from Deathbringer 
come the first fifteen spells 
plus their focus objects from 


THE PRICE OF MAGIK: 


- Crystal Ball, IBM - Blue 
Box, Fly - Broom, Det - 
Cross, Fix - Valerian plant, 
Kil - Axe, Zap - Ashes, Dow 

- Pendulum, See - Feldspar 
Lens, Zen - Mirror, Xam - 
Prism, San - Claw, Bom - 
Trumpet, Mad - Grimoire 
and ESP - Crystal Ball. 
Touch the Red Moon three 
times to stay young. 

Many thanks to all of you 
for the tips this month and 
particularly to Tom Frost of 
Montrose - Ace Adventurer 

- and Barry Ellison in 
association with Stephen 
Biddle, all of whom have 
sent me solutions to the 
Zacaron Mystery. I've also 
received a full run-down on 
how to get through Moria in 
'L.O.T.R.' from Yivgen, 
Tobor, Noron and Ivian of 
Madrid. When I've managed 
to translate it pass it on! 


MURDER HUNT: 


Thompson of Preston asks: 
"Where are the keys for the 
tractor and how do I put the 
petrol in? What do I do when 
I get to the island?" Well, the 
tractor is a 6 and the only set 


of keys is for the mill. Be 
careful with that petrol if you 
don't want to end up deep- 
fried - if you strike the 
matches when carrying it 
you'll end up very dead, 
resembling charcoal! The 
'island' I'm assuming is the 
lakeside section. Once 
you've climed on the boat 
you should go south - you 
can walk across the marsh if 
you're wearing the boots. 
Then W and 24,12 to find the 
murderer - if you have a full 
potion bottle you should be 
able to make the villain 
unconscious. If you haven't, 
watchouLhe's dangerous! 
|2Q]|Q|i£||3fllSEi R 'chard Van 
Gils can't enter Chubby's 
mansion - "I've got the 
memo and report but when I 
ring the bell the butler asks 
what the nature of my 
business is. What's the right 
answer?" It's 23, 21 after 
which you should go south 
and answer Chubby's 
question with 'Marry Pippa'. 
Once you've given him the 
memo and report you're 
pretty well there. 


return for 
the Hampstead advice, Van 
Gils offers these tips for 
CRL's spoof: "Use the log to 
make a bridge across the 
chasm and open the can at 
the python to scare it away. 
You'll have to drop all to 
enter the small tunnel. 



INFORMATION 

EXCHANGE 


Ian Harrison, 53 Penrhyn 
Beach East, Penrhyn Bay, 
Llandudno, Gwynedd, LL30 
3RW will send you complete 
solutions to Terrormofinos, 
Seabase Delta, Robin of 
Sherwood, Bored, Boggit 
and Hampstead. All at 45p 
including p&p. 

The Rescuers at either 154 
Jendale, Sutton Park, Hull 
HU7 4BE or 39 Monmouth 
St, GipsyvtHe, Hull HU4 SQL 
offer maps, solutions, hints 
and pokes to a variety of 
adventures "ail at keen 
prices" - unspecified. Send 
an SAE for details if you're 
interested. 

Christian Cerri, Bramshott 
Chase, Hindhead, Surrey has 
produced a tips sheet for 
Heavy on the Magic, price 
£1. This includes door sign 
solutions and the like. Phil 
Hancock 144 Chariemont 
Rd., East Ham, London E6 
4HE will provide help on a 
range of adventures 
including a number — 
Spiderman, Hulk, Ket 
Trilogy, Hobbit and 
Gremlins. He only wants an 
s.a.e. when you send in your 
questions - as far as I can 
see he's not offering full 
solutions. 

That's your lot for this 
moon, mates. 



emao's 

HELPUNE 


GREATBELLY’S 

THINGY 

1: GIVE 2: OVER 3: IN 
4: MAKE 5: SACK 6: 
REDHERRING 7: 
CURIOUS 8: FROG 9: 
DUTY-FREE 10: HOLE 11: 
BLOWPIPE 12: CAVE 13: 
DAGGER 14: 

AQUALUNG 15: USE 16: 
THE 17: CATCH 18: 
SACRIFICE 19: FILL 20: 
TAKE 21: CHUBBY 22: 
KEY 23: MEET 24: GO 25: 
HOLD 26: DOG. 




A 


HiSoft BASIC Compiler 


l\ 


Quite simply the fastest, most compact, most complete, 
most easy-to-use ZX BASIC compiler available for the 
Spectrum, Spectrum +, Spectrum 128 & Spectrum Plus 2 

HiSoft BASIC for the Spectrum is a brand new floating point compiler packed full of professional features, 
yet so easy to use with simple one character commands. The compiler is only 11K long & compiles up to 30K 
of BASIC without tape or microdrive. This is the compiler that everybody else has been trying to produce. 


‘If you ever write anything in Basic or machine code this 
programme is a must - it works like magic. Buy it’ Sinclair User 


HiSoft Pascal & C 


HiSoft Pascal is an almost 
complete inplementation of Pascal; 
it runs super fast and comes with 
Turtle Graphics. The only Pascal on 
the Spectrum and the best £25 
HiSoft C is an integer Kemighan & 
Ritchie compiler with graphics & 
sound support. New version 1.3 
contains lots more features £25 


HiSoft Devpac 


HiSoft Devpac is the original and 
definitive assembler/debugger for 
the Spectrum. Macros, conditional 
assembly, large assemblies, single 
step, breakpoints, small in size for 
maximum flexibility, simply the 
standard development pack £ 14 



i] 


Other products include Ultrakit & Colt, a 
super fast integer compiler with sprites. 
Please write or phone for full details of all our 
products. Order by phone using Access or 
Visa or by post with a cheque / postal order. 


QL Products 


DevpacQL is a fast, integrated 
assembler/editor and debugger 
package. New, low price £29.95 
MonQL, debugger/disassembler 
out of DevpacQL is available on 
lidrive & ROM at £14.95/£29.95 
SuperBEE contains more than 70 
SuperBASIC extensions on ROM. 
Now reduced to only £19.95 


-w- -w • v ui uy pusi wiui a eneque / posiai oracr. 

OilkOlt The Old School, Greenfield^dford^lK455DE (0525) 718181 J/ 
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♦PRESTEL is the trademark of 
British Telecommunications Pic and Prestel 


FREE Electronic Mail. . . International 
Telex ... 10 National Chatlines (Interactive 
Bulletin Boards). . . 70,000 users across the 
UK . . . Teleshopping ... Multi-User 
Interactive Strategy Games 

Instant computer news . . . Hardware and 
software reviews . . . Technical features . . . 
Hints and tips . . . On-line business advice 
and features 

FREE and discounted quality software to 
download direct to your micro -24 hours a 
day 

300,000 pages of information on the huge 
Prestel database 





Micronet 800 

8 Herbal Hill, London EC1R 5EJ 
Telephone: 01-278 3143 



To: Micronet 800, 8 Herbal Hill, London EC1 

Please send me a brochure on Micronet 800 

Name _ 

Address_ 


_Telephone No. 

Age_Micro_ 
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FACTS box_ 

^FicafJyBFnTJa^Y^ 
ith very little gameplay. 
ogrammers got carried 
vay by the technique 
id fo rgot the gam e - 


ORER 

. Electric Dreams 
)r. Ram Jam 
: £7.95 

l0 ry: 48 K/ 128 K 




Reviewer: 


E xplorer has at last been 
released by Electric 
Dreams. 

Programmed by 
RamJam, it is a technical tour 
de force but, unfortunately, 
beneath all the coding, there 
isn't that much of a game. 

The plot is very basic. You're 
a space pilot whose ship has 
just crashed on the 'emerald 
planet'. While skimming the 
atmosphere, various bits of 
your spacecraft have been 
distributed in widely scattered 
locations. To rebuild your craft 
and escape, you have to find all 
the missing parts. 

By far and away the best 
thing about the game is the 
graphics, which are really quite 
superb. Effectively, there are 
two graphic 'modes' - one for 
when you are in the air, the 
other for when you are moving 
on the ground. 

From the air, you see a map 
of a section of the planet, 
arranged in a square grid. 

On the ground, you get a view 
of the scenery in front of you, 
similar to the one you get in 
Lords of Midnight, only far 
more detailed and impressive. 

Unfortunately, the very detail 
is a major problem. 

In Midnight, the graphics 
were simple, but every view 
was different. It was possible 
once you'd played the game for 
a while, to recognise places. In 
Explorer, the views are 
incredibly detailed but it is 
almost impossible to tell them 
apart. One jungle scene looks 
very much like another. I'm 
afraid to say. It looks like 
somebody has spent an awful 
lot of time detailing half a dozen 
basic scenes, which are then cut 
up jig-saw fashion and re-mixed 
and repeated ad infinitum. 

How then, can you possibly 
find your missing bits and 


pieces? Well, when you're close 
enough to one of them - within 
easy walking distance, though I 
haven't the faintest idea how far 
that is - you can get a compass 
direction on it. Then it's just a 
matter of getting there. 

Effectively, though, that's all 
the game involves - taking a 
series of bearings and using 
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strategy 

SIMULATION 


□ 




REVIEW 


into a by-then almost finished 
program. 

Movement otherwise is pretty 
simple: there is a compass 
bearing given in the top right- 
hand corner of the screen. Left 
and right joystick movements 
move you about 12 degrees 
either way, forward moves you 
forward, and back turns you 180 
degrees so you face the other 
way. 

Pressing Stakes you up 1,000 
feet, and D takes you down the 
same amount. You land on the 
square at the exact centre of the 
screen, so you have to be 
careful you don't land on any 
trees. When you're in the air, up 
takes you north, down takes 
you south, and left and right 
take you west and east. 

On the ground, if you hit the 
space bar you get a menu of 
options on the top left of the 
screen. Hit the highlighted letter 
and whatever you have chosen 
will happen. B drops a beacon, 
D gives you the bearing of any 
objects within range, Flets you 
fire at things and so on. 

I found it really difficult to 


know what to make of Explorer. 

The static graphics are 
absolutely superb - easily some 
of the best around on the 
Spectrum. But the gameplay is 
sadly lacking in originality or 
really that much interest. 

On the other hand, I can see 
that it would appeal to a certain 
type of gamer, who likes a 
logical, step by step challenge. 
Let's face it, it's basically 
computerised orienteering, 
which means all the fun of map 
reading without any worries 
about having to wrap up warm 
and keep your feet dryB 


triangulation to find the various 
bits and bobs you need. 

Fine, so every so often you 
get attacked by a 'robotic bug' 
which you have to kill - but 
frankly the standard of 
animation of the bug is so poor 
compared to the static graphics 
that you wonder why anyone 
bothered with them. They look 
like a desparate last minute 
attempt to inject some action 






































Butch makes* 
Ram^ 4 
look like „ 
Mary Poppins 


Who 

Cares 

Who 

Wins! 


ADVANCE • SOFTWARE • PROMOTIONS* LIMITED 


STAPLE TYE ■ HARLOW » ESSEX »CM18 7LX* TEL*(0279) 412441 1 
























features of the game which i 


have not yet discovered - I'm 
working without any sort of 
instructions whatsoever. But 
i've seen enough to know that 
Kayieth is going to be a big hit 
with the adventure playing 
public. 

Just to start you off/a couple 
of hints. Right at the beginning, 
try flexing your muscles a bit to 
get off the belt. To escape the 
guard android, which will 
smear you across the landscape 
rapidamento, go Up and pull 
what you find there. Examine 
every location - and have a look 
in the mirror. Maybe you can 
find something to fill the empty 


K ayieth is something of a 
surprise. It appeared in 
my hands wearing 
nothing but a blue cassette 
insert which read US Gold pre- 
production sample and turned 
out to be one of the best new 
adventures I've seen for ages. 

For a start the plot is really 
effective, taken from an Asimov 
short story. 

As far as I can work out, you 
are some sort of inter-stellar 
secret agent, sent by mind 
transfer to a far planet. Having 
arrived, you wake to find 
yourself in the body of an 
android (not in itself unusual - 
you are in a factory making 
them). Judging from what I've 


And are they good! The 
graphics window is about a 
third of the screen, but the 
pictures are detailed and well 
drawn. Many of them have 
some moving component. All of 
them are very much 
complements to the text. 

The text itself is impressive/ 
too. The parser seems to be 
fairly comprehensive, with a 
good volcab and you can also 
string together a number of 
instructions, using the comma. 

There may also be other 


Excellent - great feel to 
the plot , good responses 
from the program and 
fine graphics. The best 
new adventure for ages 


KAYLETH 
Label: US Gold 
Author: Adventuresoft 
Price: £9.95 
Memory: 48K/128K 


gap in your head, 


Reviewer: 


seen so far, your objective is to 
sort out Kayieth, who seems to 
be the big shot around here and 
an all-round bad guy. 

There is a great option at they 
beginning of the game - you 
can get a sneak preview of 
about a dozen of the scenes and 
locations in the game. This 
would seem to indicate that 
there are a substantial number 
of places you can go. It also 
shows the program's graphics 
off to their best. 


You are lying spreadeagled on a conveuo 
be 11 uh i ch i s inch i mg toy a r ds eiectri 
robotic clays! 


naybe latar, maybe not! 


> IMUENT 

Through g lotting ebony eyes you take 
You haven ^ t a thingf 
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D odgy Geezers is 

Melbourne House's 
latest adventure - and 
it's a bit of a let-down. 

You begin in jail, locked up 
there for your part in the Great 
Spaghetti Caper. It's all right 
though because today's the day 
you get out. Having left Her 
Majesty's lodgings, you find 
yourself in a maze of dingy 
backstreets - you know, the sort 
of inner city blight that Prince 
Charles is always wanting 
people to renew. 

Your objective, recounted in a 
variant of that debased thieves' 
cant that all TV scriptwriters 
seem to think is the national 
language of the East End of 
London, is to pull off the Big 
One. To achieve something 
with your life by committing a 
crime to remember. Oh, and 
incidentally, you wouldn't mind 
getting your revenge on the 
geezers wot stitched you up 
over the Spaghetti Caper, know 
what I mean John, nudge 
nudge, put a pony in your 
pocket, get the suitcase from 
the van... 

Problem is, you're not told 


ADVENTURE 


REVIEW 


what that big caper is. You do 
know, though, that you're going 
to need the assistance of certain 
other gentlemen, George the 
muscle, Mr Video the computer 
genius. Cracker the safe blower, 
and others. Obviously, you 
have to have a way to recruit 
them somehow. 

Plus there's this fella who 
hides in the shadows a lot - bit 
stupid really, as his spiffy white 
Gucci shoes do show up a bit. 
What's he want? 

The game was written - 
probably should read scripted - 
by Peter Jones and Trevor 
Lever, who wrote Hampstead 
and Terrormolinos for 
Melbourne House. Both of 
those games showed wit, 
intelligence, a wicked sense of 
fun - call it what you like. 

Dodgy Geezers doesn't. It's 
one of those irritating 
adventurers where you have to 
be in the right place at the right 


FACTS BOX 


Knock it on the head 
John: a really dodgy num¬ 
ber. Disappointing effort 
from the makers of Ham- 
stead 


DODGY 

GEEZERS 

Label: Melbourne House 
Authors: Peter Jones and 
Trevor Lever 
Price: £7.95 
Memory: 48K/128K 

Reviewer: 




time to meet the right person 
who'll help you if you know the 
right things to say and are able 
to give him or her the right 


thing. 

It also betrays its origins as a 
Quilled program: it may have 
been polished up by someone, 
but it still looks pretty Quilly to 
me. 

The parser seems quite 
limited, although it's difficult to 
tell sometimes because of the 
way everything is done in a 
pseudo Cockney. The 
responses get a bit repetitive 
after a while. There is the usual 
problem of trying to work out 
just what combination of verb 
and noun will suffice in a 
particular situation - you find 
this a lot with Quilled programs. 

If this had been the usual 
price for a Quilled game, then it 
would have been pretty decent 
- but as a full price program 
from a company like Melbourne 
House, it's pretty poor. And 
Lever and Jones can produce 
better stuff too - Hamstead was 
really excellent...* 



















































HARVEY 

HEAD 



S tormbringer concludes 
the extrordinarily 
successful Magic Knight 
series of games. 

Following in the footsteps of 
its fore-runners, Finders 
Keepers, Spellbound and 
Knight Tyme, this final part 
presents Magic Knight (you) 
with a decidedly ticklish 
situation. 

The Off-White Knight, a 
mysterious no-gooder from 
distant lands, is hell-bent on 
taking over any piece of real- 
estate that isn't staunchly 
defended. In the time when our 
hero was off being thoroughly 
heroic in other places, OWK 
beamed himself down to his 


STOR 



FACTS BOX 


A must for anyone in need 

of a quality budget title 
involving a small man with 
a large head who can dis- 
guise himself 


H arvey Headbanger 

begins badly. Not only is 
the name of the game 
naff but the instructions are 
difficult to read and in places 
misspelt and I couldn't get the 
Kempston select option to work 
on the office 128K. 

The game is a little different, 
though slight admittedly. 

Budget with a vengeance but 
maybe it has something. 

One or two players control 
what look like Humpty 
Dumptys. The game is played in 
rounds and involves a mixture 
of vicious belly contact and 
cocktail drinking! 

As your Harvey passes over a 
square it changes to 'your' 
colour - if you can enclose an 
area bounded by your colour it 
will be filled with energy 
revitalising cocktaiis, if you can 
catch the other player in that 
area you have won the round. 
It's sort of madly entertaining in 
a stupid sort of way. 

Graphically the actual game 


is effective enough and I liked 
the swing on the bars 
performed by the winning 
Harvey. 

On the other hand the 
instructions for the joystick and 
the curious key select all lose 
the game points. 

Moderately entertaining^ 


STORMBRINGER 
Label: Mastertronic 
Author: Dave Jones 
Price: £2.99 
Memory: 48K/128K 
joystick: various 




castle and promptly took 
control. Your goal, then, is to 
oust this wretched imposter 
and reclaim your pad. 

Stormbringer is a splendid 
mish-mash of all the elements 
that have been employed in 
various arcade-adventures 
(horrible term) over the past 
year or so. 

The large figure of White 
Knight glides along the screens 
(there are 64) running and 
jumping in fine Manic Miner 
fashion. Objects and other 
commands are handled 
through the abundance of 
menus. High-lighting options 
with the joystick and cursor, 
and selecting them by hitting 
Fire. 

The first object that you'll 
come across (you're carrying it, 


FACTS BOX 


Marginally in ven five 

game with vaguely origi¬ 
nal plot. About average 
budget game reasonably 
presented 


HARVEY HEADBANGER 
Label: Firebird 
Author: R Hughes 
Price: £1.99 
Memory: 48K/128K 
joystick: Kempston 


Reviewer: (“5*^ 




SAS OPERATION 
THUNDERFLASH 


S AS Operation 

Tbunderftash is a Super 
Sparkler - a cut above a 
regular Sparkler and put out for 
£2.99 

It looks a bit like Strike Force 
Cobra but is simpler and its 
simplicity may be its greatest 
virtue. 

There is nothing much to do 
in this game other than kill 
people. It's OK though, the 
people you get to kill are all 
totally degenerate terrorists. 
That is, you can tell they're 
terrorists because they kidnap 
people and you can tell they are 
degenerate because they have 
long hair and beards. You on 
the other hand are Rock 
Hardman, leader of a crack SAS 
team. You appear to be obese. I 
don't know why - maybe it's the 
tension. 

The setting is an embassy as 
presented in Knight Lore-style 
3D. There are comfy executive 
type chairs and Habitat-style 
coffee tables - a tribute to the 
graphics quality I guess. 

The game blurb says: only 
cunning, skill, determination 
and force will succeed in 
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MBRINGER 


in fact) is Gadget X. This is a 
utility item, allowing you to 
Save and Load games to/from 
tape. 

Attribute problems, while still 
present can be tailored — a bit — 
by using another option. Magic 
Knight will either carry around a 
little block of colour, thus 
changing the colour of the 
background or he will pick up 
colours from the background. 
It's just a matter of choosing 
which you prefer. 

Before you can get anywhere 
near ousting OWK from his 
position, you'll have to work out 
how to get back into your castle. 
Lots of things spring to mind. Of 
course, one solution is correct. 


Disguises are easily the most 
exciting objects around. They 
will instantly transform you into 
aViother character. Very 
convincing. Very useful. 

Objects, which number sixty- 
four are also very seldom what 
they appear to be. Many do 
things, become things or react 
with things in unexpected 
manner. 

Stormbringer has fast 
graphics, a large array of rooms 
and many things to do. Some of 
the monsters are completely 
enormous, and though there 
isn't a disproportionate degree 
of originality, it's quite good 
fun. And as you'd expect it's all 
very slickly done* 



reactions. 

Each of the rooms in the 
embassy presents the same 
problem in a different way: how 
to get into a position where, 
even momentarily, s/he can't 
shoot at you but you can shoot 
at him/her. 

It involves a lot of split- 
second timing as you work out 
how the terrorists move and 
how you can make use of the 
position of the different items of 
furniture to give you an 
advantage. 


There isn't much else to the 
game - obviously you have to 
find your way around the 
embassy and rescue hostages 
when you find them but in the 
end it's all about killing them 
before they kill you and it isn't 
easy. 

I rate SAS Operation 
Thunderflash pretty highly. The 
game idea is very simple but it 
takes a good deal of skill to 
make it through even half a 
dozen rooms. 

It's all very well presented 
with convincing 3D graphics 
and at £2.99 you'll get a lot 
more fun out of it than a good 
many full price games* 


Well presented and chal¬ 

lenging 3D game. A sim¬ 
ple idea but lots of vio¬ 
lent fun. Strongest 
Sparklers release for 
ages 


SAS: OPERATION 
THUNDERFLASH 
Label: Super Sparkers 
Author: Mark Rivers 
Price: £2.99 
Memory: 48K/128K 


Reviewer: 




T he future is going to be a 
pretty grim place if we 
believe the storylines of 
many computer games. 

Xcel, from Mastertronic is a 
particularly doomladen 
example. 

In the future, we are told, 
machines come to rule over 


BUDGET 



REVIEW 



people. It's pretty bad already, 
and we've only been going for a 
couple of minutes! 

Anyway, after watching 
millions of your fellow human 
beings downtrodden by the evil 
and very tyrannical machines, 
you decide that enough is 
enough and you... (complete 
the sentence in no more than 
seven words) 

Yeh. It's THAT storyline 
again. Deary me. 

Right. Well, off you set in your 
stolen space-craft finger on the 
Fire button, heart in your 
mouth. 

Your mission is to destroy 
everything mechanical. What 
ensues, therefore, is a shoot- 
em-up of moderately large 
proportions, guiding your craft 
through strange landscapes, 
ducking and weaving as if 
there's no tomorrow. 

As soon as this stage is 
complete, you'll be confronted 
by swirling aliens who are very 
scary indeed. These guys 
swoop around and bomb with 
amazing ferocity. If you can 
work out a safe place to stay, 
you'll be OK. 

Should you survive this level, 
it's back to a different maze of 
strange green things. This time, 
there are more dead-ends, and 
you'll have to take your chances 
with passages that look the 
most safe. 

Despite the simplicity of the 


FACTS BOX 

It's got most of the 
things that you'd expect 
from a budget £2 shoot- 
em-up, and quite a bit 
more. Check it out 

XCEL 

Label: Mastertronic 
Price: £1.99 
Memory: 48K/128K 
Joystick: various 





gameplay, and the fact that it's 
been done a million times 
before, Xcel is actually quite 
entertaining to play. 

I'm not quite sure why, but 
the smoothness of the ship and 
the uncluttered screen and the 
top-bottom scrolling make the 
game 'feel' nice. 

A large number of inventive 
touches (indicating that space 
left could have been used to 
improve gameplay) add to the 
general good feeling. 

Xcel is neat. It scores zero on 
originality, but major points for 
good value for its 'nice' feel in 
play* 
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like to liven the place up a bit. 

The sort of problems you face 
in all three adventures are often 
pretty devious. In Snowball, for 
example, you have to work out 
the series of a range of colours 
- what order do they go in? A 
little bit of resistance might help 
you work out the panel puzzle 
before the Nightingale comes to 
take you away. 

The parser for all three 
programs is superb, as usual 
with Level 9 games, and the 
program will understand and 
respond to a wide variety of 
inputs. There are some small 
problems: right at the start of 
Snowball, if you try to leave the 
first location by the trapdoor, 
you are told that you'll have to 
stand on something to reach it. 
Try to stand on something, and 
you're told - again - that you'll 
have to stand on something to 
re?ch the trapdoor. 

The text compression is 
probably to blame for this and 
similar strange responses but 
they're minor problems only. 
Considering the amount of data 
Level 9 has managed to pack 
into a single Load, it's nothing 
to carp about. 

Graphics also add 
considerably to the game 
(Snowball didn't have them 
when I first played it, oh so long 
ago) and are quickly drawn and 
atmospheric. 

The whole Silicon Dreams 
game set is an unqualified 
success for Level 9 and 
Rainbird. Very definitely worth 
£14.95 of anybody's money and 
at only £5 per program it's a real 
bargains 


ADVENTURE 


SILICON 


I t's easy to forget that there 
may be new adventurers out 
there, who may actually not 
have heard of Level 9 yet. 

So, for the benefit of the 
uninitiated, a brief aside. Level 9 
is the best British adventure 
house around. The company, 
run by the Austin family from a 
decaying mansion outside 
Weston-super-Mare, has a 
reputation second to none 
(except, perhaps, Infocom - and 
they're American and don't do a 
lot for the Spectrum). 

A long time ago - two or 
three years, at least - Level 9 
put out an adventure called 
Snowball, which was the first in 
a series of three games known 
as the Silicon Dreams trilogy. It 
was followed by Return To 
Eden and The Worm in 
Paradise. All three are excellent 
adventures, the sort of 
programming and plot writing 
that lesser houses can only 
dream of. 

And now, for your delectation 
and entertainment (plus 
bafflement), the boys from BT, 
Rainbird, have brought out all 
three titles together in one box 
at the reasonably paltry sum of 
£14.95. 

I'm not going to waste too 
much time on the plots of any of 
the games, but here's a very 
brief rundown. 

In Snowball, you are secret 
agent Kim Kimberley (and yes. 
Level 9 chose the name 
deliberately because it can be 
male or female) and have to 
save the colonisation starship 
Snowball from being destroyed 
by the machinations of the evil 
traitor. . . 

In Return to Eden, you have 


★ ★★★★ 


DREAMS 


saved the Snowball but 
unfortunately the colonists on 
the spaceship have (wrongly) 
decided that you are the traitor. 
You have escaped to the new 
world, Eden, at present 
occupied only by ferocious 
native flora and fauna, and the 
robot pioneers sent on ahead to 
prepare the world for human 
occupation. 

In The Worm in Paradise, you 

play a citizen of Enoch, Eden's 
first city. It's a utopia, with full 
employment and no crime. It's 
also very boring, and you might 


FACTS BOX 

A 24-carat classic. Great 
puzzles, neat graphics 
with three of Level 9's 
best together for the first 
time 


SILICON DREAMS 
Label: Rainbird 
Author: Level 9 
Price: £14.95 
Memory: 48K/128K 


Reviewer: 
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GAMES 


When you subscribe to 

SINCLAIR USER 


Charity begins with us, forget about 
the T.V., forget about the Video, 
forget about the wind up stereo and 
your dad's 78's. We've just solved 
all your problems for the whole of 
1987. 

For just a measley £15 (if you live 
in the U.K.!) you can get 12 jam- 
packed issues of your favourite 
computer mag. 

Noted scientists have recently 
discovered that if you read every 
I word in each issue at approximately 
40,000 times slower than light whilst 
crossing the equator in Concorde it 
will leave only 3.333 hours recurring 
l until the next month's issue arrives. 

Never fear, to fill in those few 
desperate hours we're chucking in 
completely FREE one of the new 
Elite games. 

Choose between the 3D 
adventures of Space Harrier in 
the fantasy zone or summon up 
another scooby snack with Scooby 
Doo, Shaggy and others who 
nobody ever remembers. Or if 
you're a real glutton try the Hit- 
Pak, 4 great games in one or the 
fearsome Ikari Warriors. 

Simply whack back the coupon to 
us and we'll send your free game 
and start your subscription with the 
issue you request. 

1987's gonna be so dull without it! 



SINCLAIR USER/ELITE 
SUBS OFFER 

Please start my subscription from the 
.issue. 

Tick appropriate box: 

□ One year £15 U.K. & Eire 
I I One year Europe £28; 

£35 Rest of World (Surface Mail) 
I I One year £60 Rest of World 
(Air Mail) 


My choice of FREE Spectrum 48 game 
is: 



I I Space Harrier 
I I Ikari Warriors 

□ Hit Pak — Commando, Frank Bruno's 
Boxing, Bombjack, Airwolf. 


I enclose my cheque/postal order 
payable to: SINCLAIR USER 

for £. 

Please debit my Access/Visa Account 

Amount £. Expiry Date. 

Card Number. 

Name. 



Your FREE game will be sent under 
separate cover please allow 28 days. 


Address 


Return to CARL DUNNE, ELITE SUBS OFFER, Magazine Services Dept, 

EMAP, 30-32 Farringdon Lane, LONDON EC1R 3AU. Signed 
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◄◄◄◄◄◄◄◄◄ 

W hat's hot in the arcades now will be on your micro pretty 
soon — you can be sure of that. Just look at last year s 
chart hits — Paperboy, Gauntlet. Space Harrier, Shaolin's Road. 

Now Clare Edgeley reveals what'll be what in a few months... 

"“jphe arcades have gone 
I Ihigh tech! 

Take a quick look round 
any arcade these days and 
you'll spot at least one Super 
Coin-op which uses a 
hydraulics system to throw its 
unsuspecting passenger round 
the cabinet. There'll also be the 
odd motorcycle resting on a 
platform daring budding Hells 
Angels to take it over the ton. 

These Super Coin-ops have 
incredible cabinets which you 
either sit in or on. Then when 
the game starts the machine 
really spins or tilts — using in¬ 
built motors — to give an 
amazing sensation of realism. 

One of the first hydraulic 
games I saw was Bally/Sente's 
Shrike Avenger. It's a fast 
space shoot'em up set in an 
imposing futuristic cabinet. 

Climb in and prepare for take 
off. The first time you sit in one 
of these monsters you get the 
shock of your life as the cabinet 
tilts, shudders and rolls from left 
to right to coincide with the 
movements of your joystick. My 
one memory of Shrike 
Avenger was the cabinet. 

The shoot'em up I forgot almost 
as soon as I disembarked with 
slightly shakey knees. 

The next big hit was Space 
Harrier which, of course, has 
also scored as a computer 
conversion from Elites. The 
fabulously colourful 3D 
graphics, the movement of the 
sit-in cabinet were, and still are, 
breathtaking. The first thing 
you'll notice about Space 
Harrier as you climb into the 
pilot's seat is the seat-belt. It 
makes you wonder what type 
of a ride you're in for. Take it 
from me — it's turbulent. Still 
using the basic blast- 
everything-which-moves 
theme, Space Harrier hurls 
you up, down, left and right 
while managing to tilt the 


cabinet in a roll in whatever 
direction you push your 
joystick. It's hair raising and 
great fun. 

Then came Hang-On, 
launched on an unsuspecting 
world. A totally new dimension 
to gaming. A motor cycle which 
you could sit on and tilt from 
side to side to corner the bends. 
Amazing. Such a simple idea, 
I'm surprised someone didn't 
come up with it earlier. 
Hang-On looks like a huge 
gleaming mean machine that 
handles as near to a real bike 
as you're every going to get on 
a simulation. The screen is set 
inside the fairing so as not to 
spoil the bike's lines and it's one 
hell of a ride. Throttle and 
brakes are where you'd expect 
to find them - on the handles; 
and steering's no problem at all 
even though you can't move 
the handles from side to side. 
Instead, you lean the bike. It 
takes a bit of doing and you 
really need to place your feet 
firmly on the floor to get 
purchase. When cornering, the 
angle you need to tilt the bike 
corresponds to your speed. The 
faster you take a bend, the 


greater the angle you have to 
tilt the bike, and then remember 
to bring it back to the level for 
the straight. To dodge hazards 
and other bikers just tilt the bike 
slightly slide out in that 
direction. 

Enduro Racer, also from 
Sega, is another bike 
simulation, but this time it has 
less of the racing element and is 
more of a jump-the-hazards- 
and-avoid-the-baddies type of 
game. You'll find yourself sitting 
on a huge bike again and 
movement is entirely 
with the trials riding. Each time 
you come to an obstacle — 
rocks, logs, etc — you've got to 
pull the bike's nose upwards 
into a wheelie to fly safely over 
the hazard. Forget to do a 
wheelie and you'll end up 
biting the dust on the other side. 
Enduro Racer's hard to 
handle. You don't want to take 
off too soon, and if you leave it 
too late the bike will just plough 
into the object. An added 
difficulty is changing direction 
in mid-air. Astride the bike, 
you'll have just hauled the front 
wheel off the ground and then 
you're expected to twist the 


handlebars to change 
direction. Weaklings should not 
attempt this one. Oh, and one 
more thing, you must keep the 
throttle turned to full power so 
as not to lose speed when you 
land. 

Sega seems to have corned 
the market in the bike 
simulations. With Hang-On 
which you tilt from side to side, 
and Enduro racer which 
you lift there doesn't seem to be 
any other features a coin-op 
can cope with on the bike front. 

Both Hang-On and 
Enduro Racer rely on you 
doing the hard work. 

Not so with Konami's latest 
blockbuster Wee Le Mans, 
aleady being heralded as THE 
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A Hang-On: City Night 


A Hang-On: Sea-side 





































game of the decade. 

Wee Le Mans is far and 
away the most sophisticated 
and certainly the most thrilling 
game I've ever played. It's like 
Hang-On only with a racing 
car which you actually sit inside 

And its movement system is 
entirely different from anything 
experienced before — you 
really get thrown around. 

You've still got to race to 
each new starting point within a 
set time limit, there are hazards 
to avoid, other cars bombing 
past you and getting in the 
way, great graphics and high 
speed. 

But add to that the cabinet 
which actually looks like a 
rnrinn car outside as well as 


Wee Le Man's elaborate 
sit-in cabinet ▼ 


inside, a movement system 
which stimulates each action, 
even spinning, and which 
shakes the whole car when you 
go off the side of the track and 
skid on the black and white 
marker border lines, and 
you've got one hell of a game. 
One hell of a price too — 
around £7,000 of gear. 

The great difference 
between Wee Le Mans - it's 
a re-run of the French 24 hour 
race at Le Mans — and other 
racing sims lies in the cabinet. 
Instead of swinging from left to 
right, it spins in a semi-circle on 
a circular base. So, as you whiz 
round a corner to the right, the 
cabinet also whizes round to 
the right at great speed. Losing 
control and going into a spin is 
even more hair-raising fun — 
the cabinet spins first clockwise 
then anti-clockwise until your 
screen car explodes or 
strightens out. 

The other amazing feature is 
the juddering effect which 
shakes the cabinet and the 
steering wheel — This occurs 
whenever the car leaves the 

track and bounces over 
rough ground. The 
effect on the| steering 
is felt immediately as it 
jumps around in your hands 
and you'll have to struggle to 
bring the car under control 
once more. I could play Wee 
Le Mans for ever - if I had 
the money. 

Sega launched its rival Super 
Coin-op racing simulation at 
the same time as Wee Le 
Mans — at the end of last year 

- Out Run. 

It has you as the driver of a 
smart little Ferrari. Yup, there's 
even a blonde in the passenger 
seat for company. Why is it they 
always use blondes to portray 
glamour? Besides I'd rather 
have had a really hunky 
bloke. 

Where Out-Run scores is 
with its graphics — they're 
better. I don't mean in the way 
they are drawn, but rather the 
angle you view them. Because 
the Ferrari is so low slung, the 
view you get seems to be about 
two feet off the ground. 
Consequently, you can't see far 
ahead and, when cresting a hill, 
you don't know what's on the 
other side until you've got 
there. The danger element lies 
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in not knowing and you have to 
take evasive action when the 
danger is almost on top of you. 
It's an unusual view and one 
that works brilliantly. 

But Out-Run doesn't throw 
you around the cabinet as Le 
Mans does and therein lies 
the difference. It's the 
hydraulics which gives you that 
great addrenelin rush — and 
Out-Run can't handle it. 

Hopping out of Le Mans 
and into Out-Run is certainly 
a mad thing to do. One minute 
you're spinning in 
uncontrollable circles, the next 


you're sliding from left to right 
at top speed. It's enough to 
make you throw-up. 

Out-Run's movement 
pattern causes the Ferrari to slip 
from side to side as you switch 
lanes while haring down the 
huge multi-track highways. 
Taking bends at top speed also 
makes the car slide violently to 
one side. 

However, even when it's 
sliding you still feel in control. 

With Le Mans, you often 
wonder in what direction you'll 
end up facing when you've 
stopped spinning* 


►►►►►►►> 


They're here already! Next year's 
coin-op hits have been flow in. Most 
still have to be unpacked from their 
crates but a few arcades in London's 
* West End have been having a sneak 

preview... 



A tari's 720° is a 

fabulously realistic 
skateboarding 
simulation. 720° is one of 
the hardest acrobatic 
tricks to perform on a 
skateboard and it's 
done by jumping into 
the air and turning two 
full circles before 
landing. The aim of the 
game is to perform as 
many manoeuvres as 
possible to earn bonus 
points. Those points 
enable you to 'buy' 
tickets to the 
skateboard parks 
where, if you complete 
each course in a given 
time, you'll earn cash 
prizes which let you buy 
extra equipment — 
helmets, new boards, 
pads and shoes. With 
the new equipment 
you'll be able to jump 
higher, skate faster etc. 
Skate City is a fantastic 
place, full of hazards 
and ramps - a 
skateboarder's 


paradise. 720° is very 
fast and totally original. 
There are over 20 levels 
to the game, each of 
which is different from 
the last and do they get 
harder? They do! The 
controls are unusual 
with a rigid joystick 
which moves in only two 
directions - clockwise 
and anti-clockwise 
enabling you to perfom 
some awesome 
manoeuvres, many of 
which look impossible. 

K onami's Jackal is 
based on the 
Commando/Rambo Style 
games. Very loosely - 


A 720° 
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with a Binder offer you can't refuse 


Nobody’s gonna give your copies of Sinclair User a tough time. Not when you take 
advantage of our Special Limited Binder Offer. Big enough to take 12 issues 
and strong enough to keep thieving hands away and only £4 (INC P & P) 



Please send me . binders at £4 each. I enclose a 

cheque/postal order for £. 

Please debit my Access/Visa Account 

Amount £_Number_ 

Expiry date_Signed- 

Name___ 




.Post code. 


Make cheques payable to Sinclair User. Allow 28 days for binder 
delivery. Return to: Carl Dunne, Sinclair User Mag Services, EM/ 
30-32 Farringdon Lane, London EC1R 3AU. 
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1 

Nemesis / 

Konami 

2 

Hang-On / 

Sega \ 

3 

Ikari Warriors 

SNK 

4 

Arkanoicr 

Taito 

5 Supersprint 

Atari 

6 

Salamander 

Konami 

7 

Rampage 

Bally 

8 

Enduro Racer 

Sega 

9 

GT Racer 

Konami 

10 

Jail Break 

Konami 


Thlslist is compiled with the help of one arcade in London's West End, and is 
i necessarily the case country-wide. Thanks to John Stergedis at 
Hectrocoin 


T ecmo's Grid Iron Fight — 

is an American 
football game based on 
its popular predecessor 
— World Cup. The cabinet 
style is the same too - a 
waist-high table-top 
design with the players 
viewing the screen from 
above. If the Channel 4 
American football craze 
continues then this 
should do really well. 
It's far better than its 
rival 10-Yard Flight but the 
roller-ball controls 



qRcqo& 


the graphics are 
brilliant. I suppose it 
could be termed 
conventional warfare - 
just you and your trusty 
jeep driving into the 
jungle to single- 
handedly rescue some 
unfortunate POWs from 
their fate. And, yep, it 
involves lots of bombing 
of tanks, missile 
emplacements and 
possible buildings 
where the POWs could 
be held (which seems a 
little daft, but, there you 
go). Dodge enemy 
gunfire and now down 
enemy soldiers. Then, 
when you've freed and 
collected all the POWs, 
rush north to the 
nearest helicopter pad 
and see them safely on 
the chopper. All the 
while you'll be 
bombarded by bullets, 
missiles etc. As a one- 
player game. Jackal is 
difficult. But in two- 
player mode you and 
your team mate give 
each other covering fire 
to fend off the baddies. 
It's much more fun with 
two! 

L ock On is so new we 
haven't even got any 
pictures to show you. It's 
from Tatsumi, the 
people who brought out 
that madcap racing 
game Buggy Boy and the 
gameplay is kind of a 
flight simulator/shoot 
'em to bits but with some 
amazingly realistic 3D 
graphics. Fly over a 
number of landscapes 
shooting ground targets 
and flying targets. 
Missiles can be locked- 
on to selected targets or 
you can just blast away 
with your lasers. It takes 
a bit of co-ordination to 
get the hang of things, 
but it really plays great. 
The landscapes change 
with each level ranging 
from desert scapes to ice 
fields to even space 
stations. The baddies 
hurl a variety of highly 
intelligent missiles at 
you, which home in and 
are very hard to dodge. 



makes it an exhausting 
game to play. 

D anger Zone from 
Cinematronics is 
another hot new 
release. The cabinet is 
very hi-tech and looks 
as if it's just dropped in 
Zanussi-style from 
another planet. It's a 
conventional shoot 'em 
up with swarms of 
enemy choppers, 
fighters and bombers 
invading your desert 
outpost. Your only 
defence seems to be 
your rapid fire anti¬ 
aircraft gun with bullets 
which 'rake the skies 
with hot lead at 60 
rounds per second'. I 
must say the graphics 
look horribly realistic, 
though I haven't had a 
bash at this one yet to 
see how the controls 
reactH 


^Danger Zone screen 

F ire Trap from Data East 
is a truly weird game 
with shades of the 
Towering Inferno. Again 
this is very new. You're 
not trapped in the blaze, 
you're skurrying up the 
outside of the 
skyscraper - 
Spiderman style - 
trying to get to the top 
and rescue the odd bod 
en route. The controls 
are difficult — there are 
two joysticks and you 
jerk them up and down 
in one/two time to make 
your character climb the 
building. Occasionally, 
windows blow out when 
you're climbing past 


►►►►►►►► 


Coin-ops look pretty weird these days with all the 
new gimmicks and controls — multi-player games with 
four steering wheels; pairs of skis you stand in. 



^SF cabinet for Danger Zone 
and cars (?!), ducks, 
teapots and other odd 
objects hurtle 
downwards to knock 
you off your perch. I did 
say it was wierd. Dodge 
these, put out the flames 
by shooting at the 
burning windows, and 
climb over the trapped 
characters to free them. 
They then descend by 
parachute. All very 
strange but great fun. 
The joystick controls are 
very tiring so I'll move 
on to the next game. 


G immicks ore what 
keeps the coin-op 
industry buzzing. Anything 
goes — it doesn't matter how 
weird - just so long as it makes 
a game look and play better. 

The kind of thing I mean is those 
famous real bike handlebars on 
the Paperboy coin-op. 

And the new games coming 
through now are, believe me, 
taking things to extremes. 

Nintendo's VS Slalom has 
what is probably the most 
outrageous add-on — a pair of 
skis attached to the bottom of 
the cabinet with a pair of ski 
poles which act as joysticks. It 
sounds naff but it's great fun. 
You're a skier on a slalom run. 
Stand on the pair of stunted 
skis, shifting your weight from 
one foot to the other to make 
your skier turn through the 
market flags. To onlookers 
watching you play you look a 
bit daft but the realism of the 
play is greatly improved. Two 
ski poles run up from the 
ground level to terminate in 
joystick handles which you push 
forward for more speed or pull 
back on to slow down. It's a 
brand new idea and the game 
should be a success even if it 
isn't very hard to complete. 
Without the skis, though, VS 
Slalom would be little more 
than average. 

Extras like rifles fitted to the 
front of cabinets are now old 
hat but three new games — 



^Crossbow 

Crossbow , Hogan's 
Alley and Bank Panic give 
the idea a neat twist. 

Crossbow - you guessed 
it - has a crossbow on the 
cabinet. It's the old fight- 
through-several-treacherous- 
terrains-to-rescue-a-princess 
routine. The idea is to use the 
attached bow to kill assorted 
monsters which swoop and 
leap upon you. Hogan's 
Alley and Bank Panic are 
very similar only with guns — 
both depend on fast reflexes to 
shoot the baddies before they 
shoot you. In Hogan's 
Alley, three cardboard 
cutouts swing to face you. One 
or two will have guns, the 
others will be innocent. You 
spot and shoot the gunmen to 
gain the highest points. Bank 
Panic runs on the same theme 
in which doors open and either 
gunmen or innocents appear. 

Multi-player games are 
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Gauntlet II 


Championship Sprints. 
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probably one of the most 
formidable powers on the 
market at the moment. The 
great success story is obviously 
Atari's Gauntlet. The key to 
its success was each player can 
leave or join the game at any 
time without disturbing his/her 
team mates' games. Atari has 
recently released Gauntlet II 
which has over 100 new maze 
layouts, new potions to collect 
which help your character out 
of sticky situations and a 
feature where you can choose 
to play any of the four 
characters, even if someone 
else is playing that character. 
So, for instance, there could be 
four Valkyries playing at once, 
if the Valkyrie is your favourite 


qRCqD£i 


Even racing games have 
caught the multi-player bug. 
Championship Sprint is 
Atari's sequel to 
Supersprint, a racing game 
which you view from above 
with tracks that make Spaghetti 
Junction look a doddle. Your 
car will often disappear from 
view as it dives under a bridge 
and you're left to guess the 
direction you should be turning 
the wheel. Supersprint, was 
very successful and 
Championship Sprint, 
built on the same lines but with 
new convoluted courses and 
bonus extras should do 
likewise. The new cabinet 
which houses 


4Redline Racer screen 


^Quartet 

▼Rampage 


After Gauntlet, Sega 
capitalised on Atari's idea and 
released Quartet, based on 


a different scenario but with 
option of four characters 
playing at once. Again it's a 
battle scene but is more of a 
straight shoot 'em up with 


^The four steering wheels on 
the 4-player Redline Racer 
cabinet 


SILICON DREAMS 


Send coupon to: Silicon 
Dreams Smash Offer, do 
Sinclair User, Priory Court, 
30-32 Farringdon Lane, 
London EC1R 3AU, along 
with a cheque/postal order 
payable to Rainbird Soft¬ 
ware Ltd for £12.95. Offer 
closes February 26, 1987 




I cartoon-style characters, than 

Gauntlet. 

My favourite multi-player at 
' the moment is Bally/Midway's 
Rampage which is a game of 
mindless violence featuring 
three unreal creatures. King 
Kong, Godzilla and Wolfman 
are all portrayed climbing up 
skyscrapers and then punching 
them to bits with a few well 
timed blows. If it's fist power 
you're after, this is the game for 
you. You've got to destroy all 
the great cities in America by 
pummelling the skyscrapers to 
smithereens. It's wonderful! 
Once again, the multi-player 
feature means you can choose 
the character you want to play 
and join or leave the game at 
any time — usually when your 
money's run out. 


Championship Sprint has 

two steering wheels on it and 
with someone to race against 
it's terrific. 

Redline Racer is its racing 
rival from Gnematronics. It's 
obviously a Supersprint 
lookalike, with the same style 
convoluted tracks and general 
layout. I haven't played it yet, 
the graphics look dearer 
better defined. Whether it's 
as good as the original, only 
time will tell. Redline Racer 
comes as a two-player game in 
an upright cabinet or for four 
players in a squat box cabinet 
where all four players can view 
the track layout from aboveM 
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128K ART STUDIO 


J ust as Art Studio had to 
compete with The Artist 
from Softechnics so, 
inevitably, Advanced Art Studio 
will be compared with Artist II. 

Unlike Artist II, (give n a 
Classic in November's !^V|), 
Rainbird's advanced graphics 
extensions are built around the 
core of the old program. It 
includes standard design 
features, such as varying widths 
of brush and pen, different 
airbrush density, a wide variety 
of shape designs, together with 
a large number of block colour 
or pattern fills. You can also 
type text over your graphics, in 
any direction, and create 
character sets - there are five 
included in the package. 

Most of the advanced 
features involve the 128's extra 
59K of memory which is split 
into a 43K Ramdisc and a 16K 
graphics scrapbook. 



FACTS BOX 

The enhanced 128K ver¬ 

sion of Art Studio con¬ 
tinues the competition 
with the rival 128K up¬ 
graded Artist A classic 

ADVANCED ARTSTUDIG 
Label: Rain bird 
Author: James Hutchby 
Price: £24.95 7 

Memory: 128K only 
joystick: Various 


Reviewer: cfL, QcJk+h 


★ ★★★★ 


The Ramdisc is accessed 
through the Files menu. Select 
the Microdrive control menu 
and click the R option. You can 
then get a list of Ram-stored 
files, or Save, Load and Erase 
files. Graphics screens can be 
merged together by loading in 
one and overlaying another 
using the Merge option. The 
program can store at least two 
of these screens and more 
using the screen shrinking 
option, which takes all the 
unnecessary bytes out of a 
screen file. 

Pictures can also be compiled 


from the Studio's internal 
scrapbook which comprises a 
library of images snatched from 
any drawings you have made. 
For instance, the program 
contains a scrapbook file called 
Logical Pad which has a series 
of circuit diagram components. 
You can search for the 
component your diagram needs 
and switch to the main screen 
which holds your work. That 
screen now contains an outline 
window, the size of the* 
component. You can move it 
into position, press Fire ,and the 
image is dropped into your 
schematic. 

You can create a scrapbook 
file just as easily. Draw your 
image on the main screen, 
position a window around it 
and switch to the scrapbook 
mode. When you click the Insert 
option the image withimthe 
window appears in the I 
scrapbook and can be stored on 
Microdrive or tape. 

Advanced Art Studio is 
compatible with most dot¬ 
matrix printers - you'd be safe 
with Epson compatible bjut with 
a little help from the manual 
you should be able to cpnvert 
the software to run most 
printers under the sun. 

Unfortunately, the initial 
printer/mass storage setjup 
takes place during loading so 



REVIEW 

you have to sit by the Spectrum 
for ten minutes, stopping and 
starting the tape when told and 
entering printer options and 
codes when necessary. At the 
end of the Load when you've 
tailored AAS to your hardware 
set-up you can save the new 
version of the program. 

Although Advanced Art 
Studio is an extension of it's 
'little' brother it is a real step 
forward which makes the best 
use of the 128K+2 machine. 

It provides a professional 
environment which, no doubt, 
graphics artists and designers 
could just about useB 




Reach an estimated readership of 250,000 users per month for as little as £6.00* (inc VAT) 

Or if you are starting your own small business advertise in the supermart for only £20.00 (inc. VAT) 

Yes, all you have to do is fill in the coupon below including your name, address and telephone number 
and send to: Supermart, Sinclair User, EMAP, Priory Court, 30-32 Farrinfjjdon Lane, London EC1R 3AU 
Maximum 30 words. Your advert will appear in the earliest possible edition. 
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Name 


Address 


Tel: 


Have you included the fee of £6.00* or £20.00? 

Make cheques payable to EMAP PUBLICATIONS LTD *for second hand sales only 

Conditions • 

The Advertisement Manager reserves the right to alter, reject or suspend an advertisement without assigning any reason 

Advertisements are accepted subject to approval of copy and to the right of the Advertisement Manager to alter, reject or cancel any order without explanation. The Proprietors are not liable for any loss from any 
cause whatever, nor do they accept liability for printers' errors. The Advertisers shall indemnify the Publishers m respect of any claim, cost and expenses arising out of any libellous or malicious matter or untrue 
statement in any advertisement published fpr the advertisers, or any infringement of copyright, patent or design therein. The placing of any order will be deemed to be an acceptance of these conditions 


















































Q4 MATHEMATICS 

Spectrum BBC 

TRANSFORMATIONS v/ v/ 

SETS V \/ 

STATISTICS V V 

These modules are a powerful learning and revision aid for GCSE & 
GCE O’ Level students. Each module comprises a SOFTWARE TOOLKIT 
which solves any mathematical problem and a comprehensive MANUAL 
(spiral bound, 40-50 pages) containing a wide range of examples and 
problems to work through with the computer. 

£8.95 for 48K Spectrum (cassette) £9.95 for 32K BBC (disk) 

P & P 60p per module. Cheques to 'Alphaplus Educational Software’. 

For free information ALPHAPLUS EDUCATIONAL SOFTWARE 

write to 1 Leigh Road, Highfield, 

SOUTHAMPTON, S02 IEF. 



SCOTLAND: 

SPECTRUM REPAIRS 

Dear Spectrum owner. 

This is what we offer you. A six month warranty on all repairs 




l 


rigorous functional heatsoak test to expose any other potential 
weak areas. If any weak spots do show up, these are also repaired, 
and therefore your computer's reliability is further enchanced. 
ONLY AFTER PASSING THIS TEST DO WE CONSIDER THAT 
YOUR COMPUTER IS FIT TO RETURN TO YOU 
BITS N' BYTES 

All faults £19.95 Interface 1 £18.00 

Microdrive £18.00 

UPGRADES 

16k to 48k £24.95 48kto48k+ £29.95 

Send cheque/PO together with goods to: 

BYTES 1ST BYTES 

Block 14, Holden Way, Donibristle Ind. Est. 

By Dunfermline, Fife, Scotland KY11 5JW 
Tel: 0383 824576 


1 
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...SKILL...TACTICS...DECISIONS...STRATEGY...SKILL...TACTICS... 

E & J Software offer 3 CLASSIC Football Manage¬ 
ment Strategy Games for all soccer enthusiasts. 

Each of these QUALITY GAMES uses the full 
available memory of your computer and is 
PACKED with GENUINE FEATURES to make 
each game the most REALISTIC of its kind! 

PREMIER II : A COMPREHENSIVE AND EXCITING LEAGUE GAME - Can you handle 
all of this? - Play All Teams Home & Away, Full Squad Details All Teams, Transfer Market 
that allows you to buy any player in league/sell your players to any other team, Pre-Match 
Report, Full Team and Substitute Selection, Choose Your Own Team Style, All Other Teams 
have their own Style, Match Injuries, Match Substitutions, Half Time/Full Time Scores All 
Matches, Named & Recorded Goal Scorers, Full League Table, Fixture List, Team Morale (all 
teams), Transfer Demands, Opposition Select Their Strongest Team, Injury Time, Financial 
Problems, Match Attendances, Bank Loans, 7 Skill Levels, Managers Salary, Change 
Player/Team Names, Continuing Seasons, Job Offers or Dismissal based on your perform¬ 
ance, Printer Option, Save Game and MORE! 

EUROPEAN II : A SUPERB EUROPEAN STYLE COMPETITION - Enjoy the atmos¬ 
phere of European Cup Ties! - Home & Away Legs, Full Squad Listing, Full Penalty Shoot¬ 
out (with SUDDEN DEATH), 2 Substitutes Allowed, Pre-Match Team News, Full Team And 
Substitute Selection, Away Goals Count Double, Extra Time, Half Time & Full Time Scores All 
Ties, 7 Skill Levels, Disciplinary Table (showing any MATCH BANS), Full Results List, Full 
Random Draw - All Rounds, Printer Option, Change Player/Team Names, Save Game, 
EUROPEAN II includes a comprehensive Text Matcn Simulation with these GREAT FEA¬ 
TURES - Match Timer, Named & Recorded Goal Scorers, Corners, Free Kicks, Goal Times, 
Injuries, Bookings, Disallowed Goals, Injury Time, Penalties, Sending Off and MORE! 

★ SPECIAL FEATURE - transfer your PREMIER II winning Side into EUROPEAN II ★ 

Both these GREAT games can be played separately or as companion games (SPECIAL 
TWIN PACK AVAILABLE) 

WORLD CHAMPIONS : A COMPLETE AND EXCITING WORLD CUP SIMULATION 
- Takes you from the first warm up friendlies through the qualifying stages and on to THE 
FINALS! - Select Team From Squad of 25 Players, Select Friendly Matches, Full Home & 
Away Fixtures in Qualifying Round, Pre-Match Team News, 2 Substitutes Allowed, Discipli¬ 
nary Table, Select Tour Opponents, Full League Table, Players gain experience/caps as 
competition progresses, Extra Time, Penalty Shoot-Out, Quarter Final Group, Full Random 
Draw, Change Player/Team names, 7 Skill Levels, Printer Option, Save Game, Full Results 
List, Post Match Injuiy Report, WORLD CHAMPIONS Includes a comprehensive text match 
simulation - Goal Times, Bookings, Injuries, Named/Recorded Goal Scorers, Injury Time, 
Match Clock, Sending Off, Penalties, Corners, Free Kicks, and MORE! 



All games available for ANY 48K SPECTRUM 

Games supplied on tape with full instructions @ 
£6.95 Each Inc. P&P (add £1.00 outside U.K.) 

Great value - Any 2 Games Deduct £2.00 
FANTASTIC VALUE - All 3 Games Deduct £3.00 

These games are available by MAIL ORDER ONLY 
via our First Class Service. All are available for 
IMMEDIATE DESPATCH by 1st Class Post 
and are securely packed. 



From: E & J SOFTWARE, Room 1 ,37 Westmoor Road, ENFIELD, 
Middlesex EN3 7LE 



FIND THE FUN IN FOOTBALL 

with your up-to-date football weekly 


Every week - Match Facts, the top results service including star 
ratings for every player. Fun to enter competitions to test your 
football knowledge. Big match reports. Super colour pictures. Up to 
date news and views. 



ORDER YOUR COPY NOW! 


To my newsagent Please deliver/reserve MATCH every week. 
Price 45p until further notice. 

Name. 

Address. 


Postcode 




98 








































D o you remember 

Redhawk? That strange 
comic strip-type 
adventure about a chap by the 
name of Kevin who found 
himself in hospital, without his 
memory, except for the word 
'Kwah'. _ 

. "facts^box^_ 

r IhawCand 
a /of better. The convc- 

\ style presentation is 

\Zed, but with greatly 

\ en hanced^ ga mepWy^ 

bourne House 

I Reviewer: __ 

Reviewer: 



KWAH! 


ADVENTURE 


Saying this strange word 
suddenly transformed him into 
a super hero called Redhawk 
(who, rumour had it, was 
currently running neck and neck 
with Spiderman in the Super 
Hero of the Year competition, 
but enough of idle gossip and 
back to the review). 

Redhawk had middling 
reviews despite its questionable 
gameplay. But mainly due to its 
innovative style comic strip 
graphics which was a bold 
venture by the programmers. 


i.S hMM 

- 
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But it sold well across the 
board, hence Melbourne House 
accepting this sequel - Kwah! 

The original game lacked a 
few things to make it special, 
the plot was a bit thin, the 
graphics while OKish really 
needed jazzing up a bit to try 
and imitate a real comic strip. 
The vocabulary was very small 
and very fussy and the game 
was actually quite slow to play. 

In Kwah there have been 
improvements. The plot has 
been carefully thought out, the 
parser is greatly improved. 

What about the plot? Well, 
Kev is still trying to piece 
together his past and after 
some research decides that he 
must have stayed at a place 
called the Lee Rest and 
Rehabilitation Centre at some 
time. 

So, the opening scenes are 
Redhawk landing at the gates of 



the Lee Centre and finding 
strangely that he can't take off 
again. Then all sorts of things 
happen to our brave hero. 
Gassed - tied up - gagged - 
locked in a padded cell - oh 
dear, Kev's in trouble. He can't 
even say Kwah, cos he's 
gagged. Or can he? 

Kwah! is good fun, and much 
better than Redhawk. There are 
in fact three objectives in the 
adventure - one is to escape the 
complex and return to 
civilisation with a scoop for the 
paper - the other two you'll 
have to work out for yourself* 


DOOMSDAY PAPERS 


T his is the second title I've 
seen from Matland, and, 
like the first it's pretty 
impressive for an independent 
label. 

The action takes place on the 
distant planet of Alfa-Ren, 
mankind's last refuge after the 
Third Word War has turned old 
mother earth into a radioactive 
cinder. 

Unfortunately, the 
omnipresent mad professor, 
here called Deemus, has 
determined that if he can't rule 
the planet nobody will. So he's 
already destroyed half your 
world with a super bomb. You 
have only one hope - a time 
machine built by your boss. 
Professor Ferric. The snag is 
he's already used it so you have 
to travel into the past yourself, 
stop the evil scientist's plans 
from taking shape, and 


W inter Wonderland is the 

first adventure I've seen 
that's been produced using 
Incentive's Graphic Adventure 
Creator -rival to Gilsoft's Quill. 

The advantage GAC has over 
the Quill is that you get 
everything in one package that 
you need to write graphic 
adventures, rather than having 
to buy two or three packages 


incidentally rescue your boss. 
It's a text and graphics 


FACTS BOX 

Cood graphics, i rite res t- 
ingplot-line. Should keep 
you amused for a while. 
Definitely one of the 
strong 'indi' adventures 


DOOMSDAY PAPERS 
Label: Matland, 

29 Moorland Road, Michelover, 
Derby 

Author: M Holmes 
Price: £2.95 
Memory: 48K/128K 


Reviewer: 






adventure, which looks very 
much like it was written using 
the Quill and the Illustrator. 

Graphics are good - quite a 
lot of care has been taken with 
them, and there are some pretty 
good details included in the 
screens. The text descriptions 
are adequate: short, but giving 
you all the information you 
need to know. There are some 
grammatical problems, and 
some clumsy phrasings, but 
you find those in just about any 
independent adventure these 
days. 

One nice touch is to allow you 
to choose between two 
different character sets: 
unfortunately, both character 
sets are equally difficult to 
read. 

There are quite a few 
locations, including a 
spaceship, a city in the desert, 



CBN OFF THE TINS. OFFHiHE %T 
HE FHP Eho OF THE LOB. OH THE 
FOHT OF THE OHCHTHETS M OPEN 

mr^bo voo wmr of to do how ? 

booths >: wsm : how ? 


and some sort of secret 
complex: and the usual type of 
adventure objects turn up. Play 
is quick, and the program 
appears to understand a wide 
variety of different words and 
phrases. 

So it's a very commendable 
effort. I think Doomsday Papers 
should keep a seasoned 
adventurer busy for quite some 
time* 


WINTER 



o j are by the wreckage of 
: r a s h e d cees.na Light aircri 
can s e a a r u r c o a % , a p a i c 
ino^shoes .The air craft rddi 
:rac K lss , ue l corns to utnts 
fonde r land , ° end then cute 


(Quill, Illustrator, Patch). 

As with most adventures 
written using a commercially 
available adventure generating 
package. Winter Wonderland is 
a bit simple compared to 
professional stuff from the likes 
of Level 9. But still it's quite a 
nice little adventure. 

You're an anthropologist out 
to make your name. A Russian 
colleague has sent you 
information about a lost 
civilisation in Tibet. You fly out 
in you Cessna - and crash on 
the icy wastes of a snowfield. 
Your objective: find the lost 
civilisation before you snuff it - 
and there are plenty of ways to 
die in this game. 


What I've seen of the graphics 
so far are decent enough - a bit 
angular, but recognisably what 
they're meant to be. The 
program language seems a bit 
limited - you find a pair of 
snow-shoes, but it doesn't 
understand it when you try to 
wear them. Responses are a bit 
limited, too - rather too much of 
the 'that way is blocked' 
syndrome. Plus just the 
slightest hint of the sudden 
death syndrome - you get no 
creaking and cracking of the ice 
to warn you it's about to give, 
just whooosh! and there you 
are in Bejams. 

Apart from that, though, it 
seems cheery enough* 


l£ ice: &-95 6 

Memory; 48K/ 128K 


WONDERLAND 
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Sinclair Surgery 

Spectrum on the blink? 
Rupert Goodwins has a cure 


hipiripiwihhie 


The way we 
like em ... 


C ould you answer a few 
questions about printers? 

1) Can the Epson P40 take A4 
size paper, and how about other 
printers? 

2) Does the Alphacom 32 use 
'proper' white paper? 

3) Is the Tandy 4 colour printer 
compatible with Interface 1? 

4) And is there any way of 
getting rid of the Spectrum 
colour clash? 

Simon Wood 
Goldsborough 
North Yorks 

# Brief. Just the way I like'em. 
and the winners are. . . 

1) Yes. Nearly all printers can 
take A4 paper , either in single 
sheets or in continuous 
stationary, which is one long 
perforated sheet with holes 
both sides 

2) The Alphacom uses special 
thermal paper, and anything 
else will just not work 

3) Yes, the Tandy 4 colour 
printer can work with any serial 
interface, including the 
Interface 1. 

4) And no there isn't. However, 
a bit of cunning programming 
can disguise the problem. Have 
a look at Lightforce for a few 
clues. . . 



I have just bought a Spectrum 
128K+2, but there are a few 
things I don't quite understand, 
mostly concerning the joysticks. 

On Digital Integration's TT 
Racer, the options displayed on 
screen are keys. Interface 2, 
cursor and Kempston. The SJS1 
joystick my 128K+2 was 
supplied with doesn't seem to 
work with any of those options. 
Does this mean that unless the 
Sinclair joystick is given as an 
option the game won't work 
with it? 

Will a Kempston joystick fit 
the Spectrum? How about the 
Cheetah 125+? What does 
control by cursor and Interface 
2 mean? 

J.D. Williams 
Three Bridges 
West Sussex 
# There's been a little 
confusion over the 128K+2's 
joysticks. It's not surprising, 
really, as they're almost (but not 
quite) completely nonstandard. 


To the computer, and any 
games running on it, the 
joysticks will look like the 
Interface 2 (or Sinclair) type. So 
always select the Interface 2 
option when using the 
128K-h2's built in sticks. If it 
doesn't seem to work, then try 
the joystick in the other socket, 
as games differ as to which one 
they use. The sockets 
themselves have been 
creatively wired, and most 
other joysticks won't work with 
them. An exception is the 
Cheetah one you mentioned, it 
can be plugged straight in. 

Kempston joysticks are the 
nearest to a Spectrum 
'standard' that exist. You 7/ need 
an additional interface for this 
which plugs into the Expansion 
port. Make sure that you get a 
Spectrum 128, or 128K+2, 
version. Some older ones don't 
work correctly. You can plug 
almost any joystick into a 
Kempston interface (except, of 
course, the SJS1. . .). Cursor 
joysticks are a relic from the 
past, and are not to be worried 
about. 



I want to buy a 128K + 2 soon, 
but I want to know whether 
the following will work with it: 
Multiface 1, Music Machine, 
AMX mouse, Sound Sampler. 
How can I connect a Rom 
cartridge? 

What's the best sound 
sampler, drum kit and synth on 
the market that'll work with the 
128K + 2? 

Eamonn Hannon 
London 

# The +2 will quite happily 
work with all the devices you 
mention above, although only 
one at a time! The software that 
comes with the AMX mouse 
will only run in 48K mode 
however, but AMX is rumoured 
to have some 128K stuff on the 
stocks even as / write. The same 
is true of the Music Machine, 
which coincidently happens to 
be the best combined sampler, 
drum kit and synth that's 
specific to the Spectrum. 

If you're really into digital 
noises, you can of course hook 
up almost any modern synth, 
delay line or drum kit via the 
Midi port at the back of the +2. 
The cheapest Midi synth is (I 
think) the venerable Casio 
CZ101, which I can recommend 
as ideally suited to the 
Spectrum 



| have a Spectrum + , 


And then there 
was printing 

I have just bought a package of 
a Spectrum 128, and 8056 
printer, joystick and various 
games. However, the printer 
will only work in 128K mode. 
My retailer confirmed this, but 
couldn't shed any light on why 
it should be. 

I'd like to be able to print in 
48K mode, and can you tell me 
a) Why I can't now and b) if it's 
possible to do this at all. The 
main reason I'd like to is that I'd 
like a print out of programs in 
48K. 

Sue Snape 

Crookes 

Sheffield 

# The short, unhelpful answer 
is no, you can't. The user 
friendly answer is because in 
48K mode the computer thinks 
it's an old 48K Spectrum, and 
old 48K Spectrums just didn't 
have an RS232 port. It shouldn't 
be a problem though, if a Basic 
program will load in 48K mode, 
it'll load in 128K mode. Even if it 
won't then run, you can use the 
Print option from the I28K 
menu to list it to the printer. 
Programs that aren't Basic, like 
most games programs, won't 
list anyway, no matter 

Routine 
discovery 

I 've got an Opus Discovery 1, 
and I'd like to use it to do 
screen dumps with the printer 
port. I've also got a homemade 
interface and software that does 
screen dumps, so all I need to 
know on the Opus is the routine 
in the Rom that sends a byte to 
the printer. 

Is there such a routine, or any 
way around the problem? 

E L Oakley 
Birmingham 

# Yes, there is just such a 
routine. However, since at the 
moment the Discovery is in 
limbo as Opus are selling the 
rights to it, I've had a bit of a 
problem finding out the details. 
But you can cheat! 

To send a byte to the printer. 
Open the default channel to the 
printer port, and then send the 
byte to be printed out by using 
RST lOh in the usual manner, 
when you've finished, put the 
screen back as the defult 
channel, and Robert's your 
mother's brother. 


Discovery 1, ZX Lprint III and 
a Brother HR-5 printer. 

I would like to know if there is 
any way I can fix up my layout 
so I can use it with a ZX Net. 
David Forster 
Binstead 
Ryde 

# The only device / know of that 
can use the ZX Net other than 
the IF1 is the Disciple interface. 
This wondrous beast also has a 
disc interface, a printer port and 
software built in, so should be 
able to replace most of your 
existing kit. / don't think it will 
run with the Discovery, 
although you should be able to 
cannabilise the disc drive unit 
itself to use with the Disciple 



M y friend's Microdrive 
works very well on his 
Spectrum. When I try to use it 
on my Spectrum + , and type in 
Cat 1, all I get is a flashing 
cursor, and the command won't 
go in. 

Barry McKee 
Belfast 
N Ireland 

# The problem lies in your 
Spectrum. There is a signal 
generated by the Z80 CPU 
which isn't ever used by the 
Spectrum, but which the 
Interface 1 needs to work 
properly. Now, this signal is 
right next to the - 12V line on 
the edge connector at the back, 
and it is very easy to short the 
two together with a misplaced 
joystick port. Result - the 
Spectrum goes on working 
happily, but the special signal 
gets destroyed and the IF1 will 
never work. Solution: get the 
Z80 replaced by a repair shop. 
They're not expensive 


SUPER CYCLE 


'Send coupon to: Super Cy¬ 
cle Smash Offer, US Gold, 
Unit 2/3 Holford, Birming¬ 
ham B6 7AX, along with a 
cheque/postal order for 
£5.95. Offer closes Febru¬ 
ary 26, 1987 
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Attack of the mutant 
in* Zombies part II 41111 


W andering in a nightmarish land halfway between 
fantasy and reality, teams of mutants scavenge 
for mouldy scraps of food. 

A biting blizzard tears into their faces blinding their 
uncomprehending eyes. 

At once, they sit and squat - uncertain shapes 
formed by tattered rags that once were human clothes. 
Each cups in shaking hands a bowl of dark gruel. All 
eyes fix on a central shape, more distorted and mutant 
than the rest. It forces gutteral half remembered words 
from its slobbering mouth: “War ger wer pu in thar 
issshhu boisssss?” 

(Translation) “What are we going to put in the 
issue boys?’’ 

“War azz uzzjarl we gon hah mar sarwar revs tha an 


ar spartrum marg” coughed one dishevelled figure. 

(Translation) “Well as usual we’ll have more 
software reviews than any other spectrum 
magazine.” 

“An maaaps, tell thar abart mars an posssstar” 
croaked yet another. 

(Translation) “And maps. Tell them we’ve got a 
free MapChat booklet and a poster.” 

“An awl thar uzjarl fatures” added another mutant 
enthusiastically. 

(Translation) “And all the usual features.” 

The mutants giggle madly and leap and and down in 
the debris. “Id bib bluding grat”, they agree. 

(Translation) “Its certainly shaping up to be a 
terrifically good issue.” 


Sinclair User: The radiation clears: 
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HEWSON’S ULTIMATE GAUNTLET 


simple as they first appear. No 
sooner do you begin to move 
around than wham! - millions of 
evil warlocks spring up out of the 
ground and look quite menacing. 

Ranarama is beginning to 
sound even more like Gauntlet, 
isn’t it? As you’d expect from 
Hewson, though, it uses some 
ideas from elsewhere but takes 
them a whole lot further. 

The gameplay is fast and, 
what with the continual multipli¬ 
cation of warlocks, you’ll need 
just about every weapon you can 
lay your hands on if you hope to 
survive. In all, there are eight 
levels of warlock. Therefore, you 
will need to ensure you have the 
correct weapon. A first level 
missile won’t kill a third level 
warlock, and a second level 
shield wouldn’t protect you from 
him. 

Hewson is currently trying to 
decide what sort of events will 
ensue if you manage to reach a 
wizard. A sub-game of some sort 
is intended. 

Streetdate: March. 

Price: £7.95 


B eing a frog isn’t much fun. 

Especially if you’re a rather 
badly drawn one. Anyway, this is 
the character you’re stuck with 
while playing Hewson’s new 
thing, Ranarama 
Apparently, you begin as Mer- 
vyn the incompetent apprentice, 
a wizard of amazing ability. Whi¬ 
le attempting to use one of his 
high-level spells to improve your 
decidedly plain looks, you lose 
concentration and - shazam! - 
turn yourself into a frog. Tough 
break it seems. 

Ranarama turns out to be the 
latest project from Steve Turner 
- the man who brought you the 
excellent Firelord 
The graphic style makes this 
game look strongly related to 
Druid and its clones. There are 
numerous levels, each contain¬ 
ing up to 100 rooms. 

Instead of hanging around for 
a princess to stroll up and kiss 
you, the decision is made to take 
things into your own hands, or 
feet (more flippers really) and go 
off in search of a cure. 
Obviously, things are never as 





KILLER FOR 


mwM A rival for Starglider? 

MMercenary, from Novagen 


has been around for ages and 
r — ages on the Commodore has now 
« J been converted t0 the Spectrum. 
^ w * It’s the 21st Century. You are a 
soldier of fortune. A hired killer. 
A mercenary. After a ship 
malfunction over the small and 
apparently peaceful world of 
Targ (where?), you find yourself 
stranded. After a forced-landing 
you find the planet is far from 
tranquil. . . 

The game achieved almost 
legendary status on other 
machines, offering super-smooth 


0 

s 

/!.V 

V7 
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real-time 3D graphics combined 
with an intricate storyline. 

Do you opt to sell your combat 
services to one of the two 
warring groups on the planet. Or 
to both? Pcifists may find they 
do better to simply explore and Rjjj 
try and keep Out of trouble. 

If you adopt an aggressive 
role, a good deal of air-air 
combat will ensue - involving 
flying at low level, looping, 
banking, diving and flying in 
between buildings and other 
constructions. It’s pretty 
impressive, in fact. 

Streetdate: February. 

Price: £9.95 


4 ) 




FLOWERS & 
GRAVITY 

D ig those crazy plants, folks! 

Firebird has gone all floral 
with its new game, Kinetic. 
Assuming the role of, well, I’m 


little like a ball with a thick belt 
and one eye. Decide for 
yourselves. Anyway, being a sort 
of peace-lurving creature, you 
take it upon yourself - for what¬ 
ever reason - to set off across a 
futuristic world in search of a 


buddah character, and thus find 
inner peace or something. 

On your travels, a number of 
‘orrible fings will crowd around 
and assault your person. And its 
only if you’ve managed to get 
hold of various necessary items, 
that you can blast the alien 


with 


abandon 


(or 


gay 


meanies 


wstfo 


laser) 


COMPILED B Y JIM DOUG LA S 


Kinetic features a very bizarre 
‘gravity’ routine, allowing each 
room to have it’s own gravitatio¬ 
nal field. Some objects, too, will 
drag you toward them if you’re 
not careful. Watch out for the 
pinball bouncers. They’ll hurl you 
athisaway and athataway if you 
touch them. Jelly Babies also 
promise to be big trouble. They’ll 
home in and drain away your 
energy. 

Apparently, a good rule to 
follow is that red things are very 
bad for you indeed, and they’ll 
drain your energy. Water, being 
blue and ultra-peaceful will res¬ 
tore any energy drained by overly 
energetic jaunts. 

The three boxes in the top part 
of the pic show your three pock¬ 
ets, and what you’re carrying in 
each. Next to that on the right is 
the infamous codey-bit. Using 
this - and the mystery piece of 
equipment that nobody knows 
about - you can skip about from 
location to location. 

Kinetic s price and release 
date are still unconfirmed, but 
we’re sure it will be this year. 
Streetdate: to be announced 
Price: to be announced (Fire¬ 
bird has really got its act 
together for 1987) 
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BMX BURMS 


B urm. There’s a weird word if 
every I typed one. Not to be 
confused with the French for an 
explosive device, Burm - along 
with the equally silly Whoop - is 
a term used station to station, 
across the nation (or so I’m told) 
by BMX “crews”. 

If your mega-fast McSpeedy 
Special is ‘in the shop, guy’ after 
you tried to handle that table-top 
after the loop before going into 
the dips, you’ll be able to keep 
your hand in with BMX Simula¬ 
tor the follow up to the v suc¬ 
cessful BMX Racers. 

Both programmes are by the 
Darling bunch. They wrote the 
first for Mastertronic, but this 
latest is on their own new Code¬ 
masters lable. 

This time, instead of viewing 
the track from the side, you take 
a bird’s eye view of the track 
(which actually looks rather 
good). There are seven tracks 
and the computer will quite hap¬ 
pily race against you if no-one 
else is around. 

A novelty feature is the Action 


o 


o 


springs into 
action at the slightest whiff of a 
photo-finish. The computer will 
replay the finish in order for you 
to decide the winner. I’d have 
thought that take away half the 
fun, but there you go... 

BMX Simulator features all 
the ‘radical tactics’ you would 
expect except, apparently sling¬ 
ing down a load of tin-tacks in 
front of your opponent. 

Streetdate: January. 

Price: £1.99 


OCTAGONAL + ♦ ♦ ♦ 

ALIEN CHAMBERS ♦ ♦ ♦ 


FUMING 

FEUD 

If you go down in the woods 
■today, you’ll very probably be 
made invisible, frozen and immo¬ 
bilized, dopplegangered and hit 
by lightning, - not to mention 
attacked by lots of tiny men! 

Feud on Mastertronic’s brand- 
new Bulldog label incorporates 
just about all the elements of a 
great fantasy game. The plot is 
simple: two wizards have argued 
for years over who is the superior 
spell-caster. Eventually, they de¬ 
cide to settle the matter in mor¬ 
tal combat. It’s a test of know¬ 
ledge of spell ingredients, dex¬ 
terity, strength and speed. 

The game is reminiscent of 
Sabre-Wulf (that very old but| 
revolutionary game from Ulti¬ 
mate which, interestingly 
enough, has just relaunched on a 
US Gold compilation tape). 

Feud has a rather peculiar 
screen presentation. A plan view 
of the map with everything is 
| shown edge-on. A maze of trees, 
ft huts and tombstones. 

B After choosing which wizard 
P you want to be, Learie or Leanor- 
I ic, the computer begins the 
I game and will control the other 
| character. As you walk around, 
I you’ll come across various ingre- 
I dients that will make the spells 
I with which you can attack your 
I opponent. As soon as you’ve got 
I an armful of items (you can carry 
f 15), it’s a speedy dash back to 
I your corner of the map, sling a 
fe couple of plants into the caul- 
I dron and mix them up into a 
[ thoroughly unpleasant concoc- 
[ fion 

[ On your travels, you’ll have to 
| avoid Kieke, an innocent bystan¬ 
der who will get very stroppy if 
you set foot on his fiercely 
guarded garden. Also wandering 
around are numerous villagers 


T here are many mysteries in 
the world, aren’t there? Why 
is the World round? Where do the 
blackcurrant Fruit Pastilles go? 
What on Earth is Octon about? 

Here at UJ, we’re thoroughly 
stumped by all these questions, 
but we’re most interested in the 
latter. Octon. And a very bizar 
title it is indeed. We had man) 


hours of enjoyment trying to 
work out exactly what was going 
on. It looks a little bit like Trivial 
Pursuit, in the arrangement of 
the board. As far as we could 
gather, the aim of the game is for 
each player to get as close to the 
middle as possible. 

The screen is in the shape of 
an octagon, and each player 


begins on the outer part of the 
board. Once you have decided to 
which ‘square’ you wish to move 
on your progression towards the 
centre, that cell will be enlarged 
through a rather strange graphic 
process, and the next stage will 
ensue. 

Here, the program pretends to 
be a very poor arcade game, 
involving you - with a jetpack - 
and a couple of aliens, in an 
octagonal room. You fly around 
on your pack, collecting little T 
symbols and putting them on to a 
teleport pad (hence the T. 
Conceptual eh?). Once you’ve 
collected your quota of Ts - 
hindered by the aliens - you fly 
to whichever exit you fancy and 
hit the teleport switch. 

Check out this screen and see 
if you can understand it. 

Streetdate: February. 

Price: to be announced 


♦ 

♦ 

♦ 

♦ 

♦ 

♦ 

♦ 


who can be more useful than at 
first imagined. With a swish of 
your stick, you can turn them 
into a duplicate wizard - guaran¬ 
teed to confuse opponents no 
end! 

Other spells available are 
Teleport, Protect, Sprites (which 
creates a mini-army to fight for 
you), Fireball, Reduce and Heal. 
Feud looks great! 

Streetdate: late February 

Price: £2.99 
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LEVEL 9 
KNIGHT ORC 

re these some seriously good 
igraphics, or are these some 
seriously good graphics? That’s 
because it’s the Amiga version of 
Rainbird’s new adventure, 

Knight Ore, and we all know how 
much Amiga costs. 

Now, before you start saying 
“Gord. They’ll never be that good 
on the Spectrum”, just bear this 
in mind: it’s been programmed by 
Level 9 using a brand new 
graphics system, markedly 
improving the quality of graphics 
on Spectrum adventures, - which 
in the past has always been, 
frankly, awful. 

The program is going to be 
absolutely enormous, coming on 
three tapes and in a splendid box 
(with a price to match) and the 
plot centres around an oppressed 
ore. 

The game is Level 9’s first all 
new release since Price of 
Magik. 

We haven’t got a whole lot of 
info at the moment but are 
reliably informed by Rainbird 


that it’s completely brilliant, and 
there are lots of independent 
characters that you must 
interact with. More details next 
month. 


Streetdate: late February. 
Price: £14.95 
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MICRODRIVE AND 
INTERFACE OFFERS 

Express Service - order by phone. 

January ’87 prices include post, packing and 
C.O.D. over £20 in U.K. 

STARTER PACK 1 

Microdrive unit, Interface 1 (to connect RS232, network) 
and Microdrives to your Spectrum) plus a B 
demonstration cartridge. 

Delivered for oply £54.50 

STARTER PACK 2 

Two Microdrive units, Interface 1 plus a demonstration) 
cartridge. 

Delivered for only £77.50 
EXTENSION PACK 

Second (or third or fourth.. .) Microdrive unit(s). 
Delivered for only £24.50 each 

CARTRIDGE PACK 

Five blank cartridges to get you started. 
Delivered for only £9.00 each 

Make cheques payable to Applied Technology. 

Export orders outside Europe: add £4 for Australia and countries bordering 
Pacific Ocean, elsewhere add £2. Where insured parcel service is not 
available goods are sent at customers’ risk. 

DISCOUNTS 2 or more packs on 1 order subtract 50p per pack. Postal orders, 
;cash or cheques with order to UK address - over £50 subtract £1 per order, 
over £100 subtract £2 etc. Please allow 28 days delivery. 

APPLIED TECHNOLOGY 
64 Tannery Drift 
Royston, Herts SG8 5DE 
(0763) 41754 
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GOELCOMPUTER 

SERVICES 

45 BOSTON ROAD, LONDON W7 3SH TEL: 01-579 6133 

THE COMPLETE COMPUTER SHOP 


DAN DARE 

FIVE STAR GAMES 

TARZAN 

ASTERIX 

DANDY 

DEEP STRIKE 

KONAMIGOLF 

ROGUE TROOPER 

THEATflE EUROPE 

ELITE 

TRIVIAL PURSUIT 
STAR GLIDER 
SIEGE ON VOLGA 
PAPERBOY 

FOOTBALLER OF YEAR 
SUPER SOCCER 


RRP 

9.95 

9.95 

7.95 

8.95 
7.99 

9.95 

7.95 

9.95 

9.95 
14.95 
14.95 
14.95 
14.95 

7.95 
7.95 
7.95 


SAC. ARMOUR OF ANTERIAD 8.99 
MARBLE MADNESS 8.95 

JEWELS OF DARKNESS 14.95 

ZYTHUM 7.95 

1942 7.95 

STRIKE FORCE HARRIER 9.95 

NIGHTMARE RALLY 7.95 

REVOLUTION 7.95 

COMPUTER HITS 3 9.95 

BEST OF BEYOND 9.95 

TERRA CREST A 7.95 

THEY SOLD A MILLION 3 9.95 

BIG 4 (DURELL) 9.95 

STRIKE FORCE COBRA 9.95 

ORBIXTHETERRORBALL 7.95 

LEADERBOARD 8.95 

UCHIMATA 8.95 

MINDSTONE 8.95 

CITY SLICKER 8.95 

DYNAMITE DAN H 7.95 

SAS STRIKE FORCE 9.95 

MIAMI VICE 7.95 

FAT WORM BLOWS SPARKY 9.95 
NEXOR 7.95 

CONQUESTADOR 7.95 

VIDEO POOL (OCP) 5.95 

ANY + 80 BUS. PROGRAM 19.95 

KONAMI'S HITS (5) 9.95 

SPACE HARRIER 7.95 

ANY 3 £1.99 GAMES 5.97 


PRICE 

7.25 

7.25 

5.75 

6.60 

5.80 

7.25 

5.75 

7.25 

7.25 

11.25 

11.25 

11.25 

7.25 

5.75 

5.75 

5.75 

6.65 

6.60 

11.25 

5.75 

5.75 

7.25 

5.75 

5.75 

7.25 

7.25 

5.75 

7.25 

7.25 

7.25 

5.75 

6.60 

6.60 

6.60 

6.60 

5.75 

7.25 

5.75 

7.25 

5.75 

5.75 

3.00 

10.00 

7.25 

5.75 

5.40 



RRP 

PRICE 

ANIMATOR 1 

9.95 

7.25 

ACADEMY 

8.95 

6.60 

DEACTIVATORS 

8.95 

6.60 

CAMELOT WARRIORS 

8.95 

6.60 

VERACRUZ AFFAIR 

8.95 

6.60 

FALKLANDS '82 

9.95 

7.25 

A.C.E. 

9.95 

7.25 

YIE ARKUNG FU-2 

7.95 

5.75 

KAT TRAP 

8.95 

6.60 

GLIDER RIDER 

8.95 

6.60 

URIDIUM 

8.95 

6.60 

PUBGAMES 

9.95 

7.25 

W.A.R. 

7.95 

5.75 

MISSION OMEGA 

9.95 

7.25 

COLOSSUS 4.0 CHESS 

9.95 

7.25 

AFTERSHOCK 

9.95 

7.25 

LIGHTFORCE 

7.95 

5.75 

SHOCKWAY RIDER 

7.95 

5.75 

TRAPDOOR 

7.95 

5.75 

DANTE'S INFERNO 

9.95 

7.25 

GALVAN 

7.95 

5.75 

T.T. RACERS 

9.95 

7.25 

HARDBALL 

9.95 

7.25 

GAUNTLET 

8.99 

6.65 

ROOM 10 

7.95 

5.75 

GRAPHIC ADV. CREATOR 

22.95 

17.50 

MAG MAX 

7.95 

5.75 

THANATOS 

9,95 

7.25 

SCOOBY DOO 

7.95 

5.75 

COBRA 

7.95 

5.75 

DRAGON'S LAIR 

9.95 

6.60 

GREAT ESCAPE 

7.95 

5.75 

DARK SCEPTRE 

9.95 

7.25 

TRAILBLAZER 

8.95 

6.60 

FIRELORD 

8.95 

6.60 

HIGHLANDER 

7.95 

5.75 

FIST II 

8.95 

6.60 

FROST BYTE 

8.95 

6.60 

PSI CHESS 

9.95 

7.25 

IT'S A KNOCKOUT 

7.95 

5.75 

ALIENS 

9.99 

7.30 

CASINO ROY ALE (OCP) 

5.95 

3.00 

AVENGER 

9.95 

7.25 

CRASH SMASHES-2 

9.95 

7.25 

DRACULA (AGE 15 + ) 

9.95 

7.30 

ANY 2 £2.99 GAMES 

5.98 

5.00 


MULTIFACE ONE - BEST BACK UP UTILITY R.R.P. £39.95 + P.P. FOR ONLY £38.00 
REPAIRS.5 YEAR COVER AGAINST BREAKDOWNS FROM £32 FOR NEW COMPUTERS 

This is just a small selection from our stock. Just write the titles required 
with a second choice and enclose Cash/Cheque/P.O. payable to Goel 
Computer Services, for RRP £9.95 @ 7.25, £8.95 @ 6.60, £7.95 @ 5.75. 
Add 75p for overseas orders per tape. All prices include delivery. Or send 
30p for List (refundable on first order). POST TO DEPT MS 



A dvertisements are expected to conform to rules and standards laid 
L down by the Advertising Standards Authority. Most do. The few that 
don’t we’d like you to write in about. 

And if you’d like a copy of these rules for press, poster and cinema 
advertisements, please send for our booklet. It’s free. 


The Advertising Standards Authority. 

We’re here to put it right.' 

ASA Ltd., Dept. Y, Brook House,Torrington Place, London WC1E 7HN. 

This space is donated in the interests of high standards of advertising. 
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SPECTRUM BBC • COMMODORE AMSTRAD • APPLE ■ IBM PC 
PRINTERS ■ EPSON • SEIKOSHA • MOST MAKES OF DISK DRIVES 


A 

A 

A 

A 

A 

A 

A 

A 

A 

A 

A 

A 

A 

A 


COMPARE OUR GUARANTEE 
TERMS-YOU DON’T FIND 
ANY'HIDDEN CATCHES’ 

__ AFTER THE REPAIR! 

WHYPAYHIGH ~ 

"FIXED” PRICES? 

OUR PRICES INCLUDE VAT, P&PAND INSURED DELIVERY! 

MANCOMP SETS THE STANDARDS AND 
PRICES - OTHERS FOLLOW! 

THE FIRST AND STIU THE BEST. 



FIRST - 

To provide ‘While-U-Wait’ Service. 

FIRST- 

With International repairs and discounts for Schools, 
Hospitals and H.M. Forces. 

FIRST - 

To provide Insured/Recorded Delivery on return journey. 

FIRST- 

With LOW CHARGES (e.g. £9 for keyboard faults). 

FIRST- 

For PROFESSIONALISM . . "Of all the repair companies 
'Sinclair User’ spoke to, MANCOMP seemed the most 
professional when it came to advice and a helpful attitude”. 
AUGUST 1985. 

FIRST- 

For SPEED "One firm, at least, can usually effect any 
necessary repair ‘over-the-counter’ in 45 mins. Based in 
Manchester, MANCOMP can offer what is arguably the fastest 
turnaround in the business, to personal callers". ‘CRASH’ 
Magazine, JUNE 1985. 

MANCOMP GUARANTEE 

IF THE SAME FAULT 
OCCURS WITHIN 90 DAYS 
OF OUR REPAIR. WE WILL 
REPAIR IT FREE OF 
CHARGE AND REFUND 
THE POSTAGE. 

(TERMS ANO CONDITIONS AVAILABLE 


WHEN WE SAY ‘NO HIDDEN COSTS’ 
WE MEAN IT! 

NO HIDDEN EXTRAS 


FIRST- 

For ADVICE & HELP .. “I have come across a firm that will be 
more than willing to advise you as to how to remedy your 
problem. They are called MANCOMP and as well as repairing 
faulty Spectrums, are also quite willing to discuss your 
problems with you, and offer reasonably cheap and (more 
importantly) CORRECT cures”. Phil Rogers, ‘POPULAR 
COMPUTING WEEKLY’, JANUARY 1985. 

FIRST- 

For LOW PRICES. . "My Spectrum blew recently. I took it to 
MANCOMP, who fixed it in 8 mins, and for less than £10. they 
are local, ‘clued-up’, and blindingly efficient!” COMPUTER 
COLUMN, ‘4 HEATONS DIGEST’, (Vol. 1, No. 11.). 

FIRST- 

For HONESTY. . .Call in and watch your computer being 
tested and repaired ‘While-U-Wait’. Our engineers don’t 
disappear into a backroom. If there is nothing wrong, we will 
tell you! 

FIRST- 

For REPUTATION ... We have a reputation built on 2V& years 
of successful Spectrum, BBC, Commodore, Apple and IBM 
repairs. 


JOYSTICKS 

PRO JOYSTICK 
QUICKSHOT II 

INTERFACES 

TRISTATE I F 
PRO JOYSTICK I F. 

RAM TURBO I F 
STD JOYSTICK I F 
SWITCHABLE 
J S. I F & THRO CONNECT 
MULTIFACE 1 
CENTRONICS E I F 
DISC LF. 

KEMPSTON MOUSE l/F. 
PARALLEL PRINTER l/F. 
AMX MOUSE 
RGB I F 

TASMAN 

TASWORD 3 

TASWORD 2 

TASMERGE 

TASPRINT 

TASDIARY 

TASWIDE 

TASCOPY 


MEGA SOUND 
SWEET TALKER 
RAT 

SPECORUM 


MANCOMP 

PRICE 

16.50 
9 50 

12.50 
16 50 

17.99 

7.50 

9.50 
12.40 

38.50 
38 50 
80.00 
64 50 

28.50 
65.00 
35.00 

16.50 

12.99 

10.50 
9.50 
8.99 
5.00 
9.50 

10.50 
22.15 

18.99 

28.50 



-'if 


¥ 

¥ 

¥ 

¥ 

¥ 

¥ 

¥ 

¥ 

¥ 


(Te rroS 






av3'' 


\\ab' e ° n 


ROBOTEK 
LIGHT PEN & l/F. 

CURRAH SPEECH 
CURRAH MICROSLOT 
WAFADRIVE DISC SYS. 
ROTRONICS 128K WAFA 
ROTRONICS 64K WAFA 
ROTRONICS 16K WAFA 
MICRODRIVE CARTRIDGE 
RS232 CABLE FOR l/F. 1 

PRINTERS 

EPSON FX804 
EPSON LX80 
JUKI 6100 
BROTHER HR10 
BROTHER M1009 

DISKDRIVES 

OPUS DISCOVERY 1 


28.50 

18.99 

19.50 

6.50 
120.00 

3.50 
3.35 
3.25 
1.99 

13.99 

442.75 

225.00 

350.00 

274.85 

149.00 

149.50 


48K SPECTRUM UPGRADE 
£18 FITTED 
THE BEST KEYBOARD FOR 
YOUR SPECTRUM - 
THE SAGA 1 EMPEROR- 
£39.95 INCLUSIVE! 

MONITORS 

STD. RES. M’VITEC RGB 
PHILIPS GREEN BM7502 
PHILIPS COLOUR CM8501 

DISKETTES 

BOX OFTEN INCL. FREE 
LIBRARY CASE 

LISTING PAPER 

60g.s.m. 11" x 9W 
( 2000 ) 

PRINTER RIBBONS 

PLEASE PHONE 

ALL PRICES INCLUDE 
VAT/CARR. EXTRA. 


PHONEOR SEND 
YOUR COMPUTER (without 
power supply or leads) FOR 
FREE, NO OBLIGATION 
ESTIMATE! 

MANCOMPm 

(Dept SU2) 1 

PRINTWORKS LANE, LEVENSHULME, 
MANCHESTER Ml9 3JP. 

Tel: 061-224 1888/9888 


201.50 

79.00 

209.95 


10.95 


13.00 



SOFTWARE & ORDERS ABOVE £5.00 add £1.80 P&P 
SOFTWARE ORDERS BELOW £5.00 add 50p P&P 

WE REPAIR HUNDREDS OF 
COMPUTERS EVERY WEEK, SO WE 
CAN PASS ON OUR BULK-BUYING 
DISCOUNTS TO YOU - Z80 CPU - 
£1.50, 4116 RAM-£0.50. 
COMMODORE CHIPS: 906114 - £23, 
6526 - £23, 6510 - £23 (INCLUSIVE 
OF VAT & P&P). 












¥ 

¥ 

¥ 

¥ 

¥ 

¥ 

¥ 
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UDGE 


GUNNING 


FIREBIRD’S 


B 


I t’s nice to know that some 
values haven’t changed in 
these times of new tangled 
gizmos and doo-dahs. It’s good 
to know that you can rely on 
Firebird Software to produce a 
game that most companies gave 
up on years ago. 

In Gunstar (brilliant title) you 
pilot a variety of spacecraft 
through alien defences, blasting 
and killing and dodging asterious 
like there’s no tomorrow. Things 
kick off from the top of the 
screen, and gradually work their 
way down towards you. After 
losing a man, you’ll be 


introduced to a new pilot and 
ship, with different attributes 
etc. Until. . . you reach the alien 
mothership! 

Then you have to blast away 
about a hundred shots and the 
ship will explode and everything 
will be great with the world 
again. 

Sounds quite bad, but in fact 
it’s rather nice. You get to zoom 
around with a nice amount of 
speed, blowing away brightly 
coloured aliens from start to 
finish. 

Streetdate: late February. 

Price: £2.99 


= MULTI-LOAD ESPIONAGE 

Qtop press!. . . Ur- 
^ ■ Ogent news from 


booby-traps. 

You’ll also find a rifle with 
which you can plug some of your 
more dangerous assailants. 

Described as a multi-load 
mega action, it might actually be 
quite good. 

Streetdate: end February. 

Price: £2.99 


ii* 


* 

* 


3D COSMIC SHOCKS ★★★★ 


L ife as a fourth rate super-hero 
can be pretty dull. You end up 
sitting in your air-conditioned 
office all day, just waiting for 
the phone to ring. And even when 
a case does come along, it’s 
always very sleazy indeed. 

By the time they’ve been 
turned down by Superman and 
Spiderman all the good cases 
have been taken. It’s only on the 
very rare occasion when you get 
a real case. . . 

Earth has been invaded by big 
green monsters. They’re eating 
listed buildings! They’re 
rampaging in the streets! They’re 
avoiding paying their fares on 
public transport! They’ve got to 
be stopped! 

The President sits at his desk, 
a blue phone in front of him. He’s 


unshaven, near to dispair, he 
picks up the phone and dials the 


^en^i^ejoi_48hours._Tired, _ number of , he on)> p8rson 

capable of taking on the task of 


GAUNTLET 


Send coupon to: Gauntlet 
Smash Offer, US Gold, Unit 
2/3, Holford Way, Holford, 
Birmingham B6 7AX, along 
with a cheque/postal order 
payable to US Gold Ltd for 
£6.99. Offer closes Febru¬ 
ary 26, 1987 


III 


ridding the planet of these 
beasts - Cosmic Shock 
Absorber. 

In the latest game from 
Martech, you find yourself in the 
role of CSA, set down on an Earth 
over-run by mad monsters. 
Armed only with a handgun, you 
must blow away everything that 
looks remotely like an alien - 
look out for eyes on boggley 
stalks. 

Everything is 3D. All you have 
to do is blast things. You’re 
equipped with some shields. 
Once they’ve gone - you’ve had 
it! 

Can Cosmo save the world 
from destruction? Will the 3D 
graphics look as good as this 
when they move about? When 
will a finished version appear? 
Only time - as they say - will 
tell. 

Streetdate: late January. 

Price: £7.95 


Washington. . . President kid¬ 
napped by mad professor. . . 

Rumours that Agent X has been 
called in. . . 

Agent X new from Mastertro- 
nic is an odd little game. Taking 
the title role, you venture into 
enemy land, find and rescue the 
President of the United States 
and get him out alive! Why 
bother? 

The program seems to be fol¬ 
lowing an alarming trend for the 
people with iffy cassette recor¬ 
ders - multi-loads. The first part 
is a semi-3D driving game in 
which you must drive Agent X’s 
car along a busy highway, en 
route to the bad-guy’s hideout. 

The rest of the game features 
very familiar-looking runny jum¬ 
py screens where you have to get 
^lasMhe nrofessor’s guards and 

vVVNORMAN THE CAT?! 

V V V 

G reyfel! is the first product 
to trundle off the Starlight 
Software production line, and it 
looks pretty flippin’ impressive. 

In Greyfell, you assume the 
character of Norman the Cat. 

Norman has no particular aim in 
life. Indeed, he seems to make a 
definite effort to avoid any tasks 
which do not involve consuming 
an alarming amount of alcohol. 

If you’ve looked at the 
screenshot only to think that it’s 
an identical game to all of the 
Alien 8 alike Ultimate titles, 
you’d be very wrong indeed. 

Greyfell involves many puzzles 
of a decidely intricate nature as 
well as the familiar 3D graphics. 

Mapping will feature, of course, 
but there are so many other 
elements that promise to make 
Greyfell a real cracker. 

Everything is controlled by 
icons (except movement) and you 
can manipulate objects in a very 

ANOTHER 128K AEROSOL 

T is is some aerosol emulator! 

Don’t mind me, viewers, I’ll 
just sit here for a while playing 
with Icon Grafix 128 from Au¬ 
diogenic and it’s dead impress¬ 
ive. 

Attempting to do similar things 
as the 48K version, though even 
better, the system boasts the 
following crazee features: 

• Everything is icon-driven 
• Fill now has 34 textures 
• You can Zoom in and edit 
pixels 

• You can Flip images 
• Text can be typed on to 


< < < 

4 « <3 < 

< < <1 

<J < <3 

< <3 < 

< <3 <3 
< < <3 < 

<3 < < 

<<<< 

< < <3 

« <3 < < 

< <3 <3 

<< < < 

I 


V V V V V 
V V V V \ 

V V V V V 

satisfactory manner. There are 
also real buildings. Instead of 
coming across a hut which was 
apparently useless, you can go in 
through the door, and you’ll find 
a new set of locations. 

And there are lots of 
characters who will give you 
cryptic clues and tasks to 
complete before you can pass 
them. 

In fact it looks pretty good. 

Streetdate: February 

Price: £9.95 




screen 

• Take cuttings of any screen 
area and keep them 

• Print out your picture af¬ 
ter. . . 

• Colour it 

Well you can spray me pink 
and inverse my underwear if it 
doesn’t sound exactly the same 
as all the other art utilities 
around at the moment. 

Check out this demo screen 
and draw (haha) your own con¬ 
clusions. 

Streetdate: late January. 

Price: £12.95 


108 


SINCLAIR USER FEBRUARY 1987 






































































































LUI'll 


IhosS 


SINCLAIR 

QUALITY APPROVED REPAIR CENTRE 




Oi 

rmr 


WTPUTER 
bRHRES 






HOW TO GET YOUR SPECTRUM REPAIRED FOR ONLY £19.95 Vw^> 

----J ^r :i -U M ■ , 1 -l-l-l. lfc, 



SPECIAL OFFER! W SPECIAL OFFER! 


Why not upgrade your ordinary Spectrum into 
the fantastic DK'Tronics typewriter keyboard 
for only £ 31.50 Including fitting, VAT and 
return post and packing 
Normal recommended retail price 
£49.95 Replacement printed 
\ DK'Tronics key 

sets £7.50 
\ including post & 

, packing 


Update Your Rubber Keyboard 
to a New Spectrum+ 

Fitted for only £ 31.90 + £1.50 post & packing 
(Also D.i.Y. Kit available for only £ 24.95 
+ £1.50 post & packing) 

Your Spectrum repaired and upgraded to 
a spectrum Plus for special offer price of 
£ 50.00 complete. 

Same day service limited offer 



Why not upgrade your 16K Spectrum to a m 

for as little as £17.95 including VAT, post and packing 
If you would like us to fit the kit for 
you, just send us £19.95 which is 
a fully Inclusive prtce to cover 
all costs including return 
postage. 
Full fitting instructions 
supplied with every kit. 
issue 2 and 3 only. 



TEN ★ REPAIR SERVICE 


★ While you wait service including 
computer spare parts over the counter 

★ All computers fully overhauled and fully 
tested before return. 

★ Fully insured for the return journey. 

★ Fixed low price of £19.95 including post 
packing and VAT. (Nota between price 
of really up to £30.00 which some of our 
competitors are quoting). 

★ Discounts for schools and colleges 

~ 1T7- 


★ Five top games worth £ 39.00 for you to 
enjoy and play with every Spectrum repair 

★ We repair Commodore 64's, Vic 20 s 
Commodore 16’s and Plus 4 s. 

★ The most up to date test equipment 
developed by us to fully test and find all 
faults within your computer. 

★ Keyboard repairs, Spectrum rubber key 
boards only £8.95. 

3 month written guarantee on all repairs 

' BESTPRICESl /- 



ARE YOU ANOTHER CUSTOMER - fed up 
waiting weeks for your estimate? 

rnm d n ^wL c *°h»P, u J er re P3 |red fast? Then send it now to the Number One Repair 

the u.K or call in and see us at our fully equipped 2,500 square foot workshop, 
Z t ^ , i he,atest test ec l u| P m ent available. You are more than welcome 
rnJSl'LKPri ir ^ our c. om P u terwhile you wait and help you with any of your technical problems 
n?i^^ C riQ e oc 0rT lP u ^ ers . re P aired for only £35.00. Please note we gove you a 100% low fixed 
other Ren!ir rnmnani pc nff o r Srn 5 0and Packing, VAT, not a between price like some 
shnrv^ don jaskyou to send a cheque in for the maximum amount and , 
cnSSrt epar b s £ ?° u P warc,s - Don't forget^we are Amstrad aproved for quality and 

fS?it d a ’n d f? d jL r i s 4 k y° ur comp u te r t° any other unauthorised repair centre. We dontjust repair the 
fault and send your computer back, we give your computer a- M 

"" OVERHAUL WITH EVERY REPAIR WE DO:- 

r we correct Colour, sound, Keyboard, Check the loading and saving chip, Put new feet on 
the base if required, Check for full memory, check all sockets including ear/mike and replace 
A u,£. r an Inclusive price of £19.95 including VAT, all parts, insurance and post 
and packing. No hidden extras whatsoever, we don’t have to boast too much about our 
servjce as we have thousands of customers from all over the world highly delighted with our 
service. A first class reputation for speed and accuracy. Don’t forget, we also now have a 
Service Branch in Manchester City Centre for while you wait service 



SPECIAL OFFER! 


Cun Shot ll Rapid Fire Joystick and \ 
interface complete outfit Normal \ Cnprtrnm rpnlaromont 
recommended retail price £19 95 if \ a P ec “Um replacement 
purchased together special offer \ POWer transformer 
ofomy£16.50mciudingp&p \ suitable for all makes 
t Joystick avafrable as separate item£1 0.95. Of Computer £9.95 
V P'us^nterface available as separate item I plus £1.50 p & p 


£9.00 plus £i.5o p & p. 



D.I.Y. 

CORNER 


we regret we cannot 
show all the components 
available. Just give us a 
call and we can quote you 
over the phone, delivery 
by 1st class post. 


SPECTRUM SPARES COMMODORE SPARES 


Z80B CPU 
4116 Rams 
ZTX650 
ZTX213 

Power Supply Transformers 

ULA6C001 

Rom 

Keyboard membrane 
Spectrum 

Keyboard membrane 
Spectrum Plus membrane 
Metal Templates 
Keyboard Mats 
ZX81 membrane 
Service Manual 


3.00 

1.00 

0.60 

0.60 

9.95 

16.50 

16.50 


6526-C.I.A. 

6510-Processor 
6581-Sid Chip 
906114-House Keeper 
901225-Graphic Rom 
901226-Basic Rom 
901227-Kernal Rom 
6569-VIC 

4164 Rams-Memory 
Power Supply 
Transformers 

All our prices include VAT, but please add 
£1.50 on each order to cover post, 
packing and handling charges 

„ VIDEOVAULT HEALTH WARNING!!! 

Sending your computer to any other Repair Centre can seriously Damage its Health- 


12.90 

5.50 

5.50 

5.00 

£ 30.00 



Spectrum keyboard 

membranes 

£5.50 plus £1.50 p & p 

Spectrum Plus spare 
keyboard membranes 
£12.90 plus £l.50p&p 
ZX 81 membranes 
.00 plus £1.50 \ 



FULLY 
. REPAIRED 
I and TESTED I 
J ON MOST 

| advanced 

. TEST 
COMMENT! 
I 1 IN EUROPE! i 



140 High Street West, Glossop, Derbyshire SKI 3 8HJ 
Tel: 04574-66555/67761 Head office & access orders, queeries 
Manchester 061- 236 0376 while you wait repair centre only. 


c Copyright Videovault Ltd. No. 682121 




















































SUPERMART 


TO ADVERTISE IN THE SUPERMART 
PLEASE CALL JACQUI POPE ON 01-251 6222 


SPECTRUM REPAIRS 

We expertly repair Spectrums 
for £17 inclusive of parts and 
labour and return postage. 

Spectrums upgraded to 48K 
for £34 inc. P&P. All keyboard 
faults cost only £12. 

RA ELECTRONICS 
133 London Road South 
Lowestoft, Suffolk 
Tel: (0502) 66289 



+ 16 LINE CONTROL P< 


Play 3-part music, sound effects, drums etc. Full 
control of attack, decay and frequency 
Input/Output lines provide control and monitor 
facility for Home Security, Robot Control, Model 
Railway etc. etc. Works with or without 16K RAM. 


Full instructions/software included. 

Add keyboard to make a live performance 
polyphonic synthesiser! 

Note: up to 3 units can be used simultaneously; 
giving 9 music channels & 48 I/O lines 


AMAZING VALUE 
AT ONLY 

£19.50 «K.T) 

£25.50 (BUILT) 


Please add VAT at 15% to prices. 1 All enquiries 

Barclay/Access orders accepted by telephone | S.A.E. please 

WILLIAM 

Ouarley Down House CS3BSB 

Cholderton 

STUART 

Nr Salisbury PTVH 

Wiltshire. SP4 ODZ * J 

L SYSTEMS Ltd 

Tel: 098 064 235 u 


STOP 

PLAYING GAMES 

Use your computer to make money. Turn your 
hobby into a home-based income. Full and part 
time opportunities to cash in on this tremendous 
market. High earnings easily possible. Open to 
any amateur micro user and gamer. Write for free 
details. 

Westlink Promotions C.D. 
108 George Street, Edinburgh 
EH2 4LH 


48k SPECTRUM 

Fed up with ordinary fruit machine games? 

☆ NOW ☆ 

A fruit machine simulation with the most up-to-date 
features, sound and graphics 

FRUIT 2010 

tJ- For fruit machine experts to fun players 
ri- The most advanced and realistic fruit machine 
simulation 

- Lots of features including multiple odds, max 
nudges - plus lots more 

Please send £6.95 which includes P&P 

Cheques or PO to ROSSWARE SU1 
646 London Road, Westcliff, Essex SS0 9HW 
FOR FAST DELIVERY 
Software from ROSSWARE 


HINTS POKES MAPS 


‘Stunning value” — Tony Bridge, Popular Computing Weekly 

The monthly handbooks packed with tips, pokes, 
hints, maps, solutions, gossip, latest reviews, 
competitions and much more 

ADVENTURERS HANDBOOK 
(CBM/Spec) £1.00 
SPECTRUM ARCADE HANDBOOK 
(48/128) £1.00 

or for even better value take advantage of our reduced 
subscription rates 3 issues £2.75; 6 issues £5.00; 12 issues 
£9.00. Send cheque or P.0 to 


H & D SERVICES (SU), 
1338 ASHTON OLD ROAD 
HIGHER OPENSHAW 
MANCHESTER Mil 1JG 
TpI nfil 370 Rfififi 


NEW TAPE UTILITY 9 


This program gives a tape back-up of most software. Even converts most jerky 
loaders to normal for reliable loading. Manages very long programs (even 51k!), fast 
loaders, etc, etc. State type of Spectrum when ordering (48k, 128k etc). £6.99 on tape 
(£4.99 if updating) 


NEW TRANSFER PACK 3 - FOR TAPE TO DRIVE 


A software system to convert many TAPE based programs to your DRIVE (no matter 
what type) + OTHER UTILITIES. Most jerky programs are EASILY converted to drive. 
Pack has at least 7 programs! Opus/Beta owners add £1 for OPTIONAL extra program. 
State TYPE of Spectrum + name of DRIVE when ordering (eg 128k and Microdrive). 
£11.99 on TAPE OR £12.99 on m/drive cartridge. (£6 if updating). 

INFORMATION SHEETS - £1 each - approx 8 transfers of popular programs per sheet 
- needs TP3. Up to No 25 available. SPECIAL OFFER - No's 1-20 only £4.50. 
MICROTRANS - for m/drive to m/drive back-up + tape to drive (inc headerless) - does 
not convert programs. Includes MICROTAPE and RUN programs. ONLY £3 on TAPE. 
£4.50 on Cart. For any Spectrum. 

CODE COMPRESSOR - £3.50 

Overseas: add £1 Europe, £2 others each product. SAE for details. 

NO RISK! - ALL PROGRAMS CARRY OUR MONEY BACK GUARANTEE (not updates) 


LERM, DEPT SU, 11 BEAC0NSFIELD CLOSE 
WHITLEY BAY NE25 9 UW (Tel 091-2533615) 



IKIDDISOFTI 

IS BACK! 

COMPUMAG FOR 
4 to 8 yrs. 

48k SPECTRUM 
£3.99 

KIDDISOFT, 

5 Nanpusker Road 
Hayle, Cornwall 


Please send now for our 
extensive catalogue ol Spectrum 
Software for hire, with over 250 
music tapes available as well. 
£2 membership (refundable if 
not satisfied 


SOUNDBOX SOFTWARE DEPT SU 
P.0. BOX 12, RENFREW 
RENFREWSHIRE, SCOTLAND PA4 


TURBO TIPS 

The tips and pokes mag for the 
Spectrum. Loads of tips, maps and 
pokes plus news, reviews and 
previews and much more. 
Send 75p for issue four to: 
TURBO TIPS, 

6 Sterndale Road, Romiley, 
Stockport, Cheshire 


TANGLEWOOD SOFTWARE 

157 Warwick Road, Rayleigh, Essex SS6 8SG 

THE RACING GAME 

All the thrills of managing a 
stable of thoroughbreds. 

Features include: 

Form, fitness, going,£T) 
varying di stances/ 
grades of races, 

traing, full betting/ y phrgjT 
enquiries, save, \\ ' iftJS 

3 levels, watch ( * J . 

them race, + much /A 

FOOTBALL FEVER 

Manage your team to win 

LEAGUE TITLE, EUROPEAN 

CUP, CUP WINNERS CUP fS 

F.A. CUP 

Features include: 

Fitness, injuries, tearPv^/T" 1 " 1 ^ V) 
selection, penalties, Un J' 

morale, substitutes, pJCjf (J 

booking, cup replays, / / 

form, transfers, + 
much more m ® 

£6.95 each OR Both Games for £11.90 
for Spectrum 48K and 128K+2 


COMPUTER SPARES 


SINCLAIR/AMSTRAD 

/COMMODORE 


ROM CHIPS CMOS CHIPS 

RAM CHIPS 74LS CHIPS 

ULA S VOLT REGS 

MEMBRANES Z80CPU 

POWER SUPPLY’S DFSKITS 

TEMPLATES EPROMS 

MODULATORS SERVICEMANS 
SPEAKERS TRANSISTORS 

RIBBONS TUBES 

DISC’S KEYBOARDS 


TRADE COUNTER OPEN 
MON-SAT 9.30a.m.-5p.m. 


Just phone 
your order !9E 

through, we 
do the rest a 


Order from Govt. Institutions, 
Schools, Nationals etc., 
accepted with official order. 

TEL: 0254 390936 


P.V. TUBES 
104 ABBEY ST. 
ACCRINGTON LANCS 
BB51EE 
Telex: 635562 
Griffin G (For P.V.) 


ATTENTION ALL 
MODEM USERS 

In conjunction with your existing set up 
(computer/modem/recorder/printer) the replay 
module transfers viewdata pages instantly for 
storage as they are accessed. No need to wait 
for endless minutes for printing/screen save etc. 
The same information can then be retrieved at 
your convenience for printing, viewing etc without 
incurring further telephone/frame charges. Ideal 
for all videotex type services and all data com¬ 
munications. 

Guaranteed to save you money 
£22.75 

SAE for further details. Non BT approved 

PROC ELECTRONICS 
143 Colindeep Lane 
London NW9 6DD 
Tel 01-205 9497 


POOLS PREDICTION 

Perfected over 6 seasons. Ouputs best draws, homes 
& aways. Holds form comparison graphs. Analyses & 
graphs results. Takes full account of mid week games 
& r ‘Cup;; matches between main league teams. 
Promotion/relegation option (can be used from season 
to season). Easy to use, even for beginners. 

62 wins (385 dividends) received by author so far. 
“The best and most scientific of any program I have 
seen” — Mr R.A.P. Secretary Orpington Computer 
Club, “once again, thank you for one of the best in¬ 
vestments I have made” — Mr O.L.B. Feltham. “I 
would like to congratulate you on your excellent ser¬ 
vice. It is a rare thing these days” — Mr L.G.P. 
Shrewsbury. “I found your program very professional 
and user friendly, I am very satisfied with it” — Mr 
B.D. Spalding. 

Ask for British Pools @ £11.95 
Australian Pools @£11.95 

Allow 7 days for delivery. Cheques, POs payable to 
R0MBEST or quote Access card number. 

Rombest Dept SU, 2 Welland Croft, Bicester, 
Oxon 0X6 8G0 
(0869) 248002 
Available for 48K Spectrum 





















































































SPECTRUM HOSPITAL 
+ NOTTINGHAM + 


Fast 24 HR Turn Round 

REPAIRS 

SpSCTFurTT 128K. £1q 

Spectrum 16/48K. c-,? 

Interface 1. £17 

Microdrive. riR 

Keyboard. £q 

Power Supply Repairs. £ c 

NEW SPECTRUM UPGRADES 

UdM/iiete HUbbdrKdybdatd Uftil fir 

16K to 48K Memory . . 

Old Rubber Keyboard to new Spectrum 

Plus Keyboard Unit . £ 2 g 

Above Spectrum Plus Keyboard 
Upgrade along with Spectrum Repair 

at Special Offer Price . £43 

AH prices inclusive of parts, VA T & insured 
Return Postage. 

Please send cheque or P.O. with faulty unit to 

SPECTRUM HOSPITAL 

Centralised Services, Piccadilly 
Buiweii, Nottingham NG6 9FN 


TEL; 0602-751153 


48K SPECTRUM complete in DK'tronics 
keyboard, printer with 6 spare rolls of 
paper, cassette recorder, wear-n-tear 
button, many games, Cambridge joys¬ 
tick, books, all leads, £150. Tel 0793 
643954. 

BOOK-KEEPING TUTOR. Understand 
balance sheets and P&Ls, interactive 
Sepctrum 48K program explains 
double-entry book-keeping. Only £5.95 
from McLoughlin & Co (Accountant), 
25 Polsted Road, Tilehurst, Readina 
RG3 6HP. 

FOR EXCHANGE Sharp computer 
MZ711 in return for Spectrum 48K 
monitor or lightpen. For further details 
or to arrange 'swop' please contact Mr 
Rogg 01-930 8444 X 2229 (daytime) or 
06285-29642 (evenings). 

SPECTRUM SOFTWARE LIBRARY. Free 
membership. Over 800 titles. Fast com¬ 
puterised service. Hire fees from 50p 
including postage for two weeks. For 
details send SAE PO Box 63, Banstead, 
Surrey SR7 3QT. 


SPECTRUM SOFTWARE 

Each of below Microdrive Cartridges £9.75 
Microdrive Management & Recovery Package 
Indespensible, Versitile, Easy to Use — SU Review Oct ’86 
Copy any type of files or cartridges even on one drive 
Sensible CAT, analize problems, recover corrupt files. 
FREE TEXT DATABASE A INFORMATION SYSTEMS 
Easy to use, multi-purpose, address book, diary, letters. 
Lists, tables. Random access, input, edit, search, print. 
MACHINE CODE SYSTEM (Also on tape £7.95) Assembler, 
Disc Assembler, test, debug trace features. 

On line machine code learning, teach yourself booklet. 

Ftoybot SU3,45 Hullbridge Road 
Rayleigh , Esaex SS6 9NL 

Write or tel:-0268 771663 for leaflets 


SPECTRUM REPAIRS 

Spectrum repairs £18.95 including 
parts Insurance and P/P. 

Send your computer with cheque or PO 
for £16.95 and description of the fault to: 

SUREDATA (SU) 

45 Wychwood Avenue, 
Edgware, Middlesex. 

Tel: 01-951 0124 


RGB OUTPUT ? 
COMPOSITE VIDEO ? 
GREEN SCREEN ? 
TTL * ANALOGUE ? 
COMP SYNC ? 
BRIGHT ? 


adopt electronic/ 


CONFUSING ISN’T IT? 

Talk to the problem solvers. We have the experience and expertise 
to advise on all aspects of computer display problems, eg: 

★ RGB OUTPUT MODULE for Spectrum 16 or 48K. Much 
acclaimed — gives monitor quality pictures — no dot crawl. 

★ NEW ★ BRIGHT BOX — Allows fuil use of the bright facility on 

analogue input monitors and monitor-TV’s to produce full colour 
palette. Only for Spectrum 128. £29 95 

Add P&P £1 (UK), £2 (EEC), £4 (Othersj 
Send SAE for our Free Monitor Fact Sheet 
20 STARLING CLOSE, BUCKHURST HILL, ESSEX IG9 5TN. Tel: 01-504 2840 


MAIL ORDER ADVERTISING 

British Code of Advertising Practice 

Advertisements in this publication are required to conform to the 
British Code of Advertising Practice. In respect of mail order 
advertisements where money is paid in advance, the code requires 
advertisers to fulfil orders within 28 days, unless as longer delivery 
period is stated. Where goods are returned undamaged within 
seven days, the purchaser’s money must be refunded. Please 
retain proof of postage/despatch, as this may be needed. 

Mail Order Protection Scheme 

If you order goods from Mail Order advertisements in ths magazine 
and pay by post in advance of delivery, Sinclair User will consider 
you for compensaton if the Advertiser should become insolvent or 
bankrupt, provided: 

(1) You have not received the goods or had your money returned - 
and 

(2) You write to the Publisher of Sinclair User summarising the 
situation not earlier than 28 days from the day you sent your 
order and not later than two months from that day. 

Please do not wait until the last moment to inform us. When you 
write, we will tell you how to make your claim and what evidence of 
payment is required. 

We guarantee to meet claims from readers made in accordance 
with the above procedure as soon as possible after the Advertiser 
has been declared bankrupt or insolvent up to a limit of £10,000* 
per annum in respect of all insolvent Advertisers. Claims may be 
paid for higher amounts, or when the above procedure has not 
been complied with at the discretion of Sinclair User , but we do not 
guarantee to do so in view of the need to set some limit to this 
commitment and to learn quickly of readers’ difficulties. 

This guarantee covers only advance payment sent in direct 
response to an advertisement in this magazine (not, for example, 
payment made in response to catalogues etc, received as a result 
of answering such advertisements). Classified advertisements are 
excluded. 


DUAL 400 K DISCDRIVE with Beta inter¬ 
face £145. Microdrives with interface 
£50, Kempstone "Pro" joystick inter¬ 
face and games £12. ZX printer and 
paper £15. Interpack 1/0 port £30. Tel 
0264 62941 evenings. 

THEORY OF MUSIC Questions/ 
exercises, grades 2-5. Scales, chords, 
intervals, keys, bars, rests, etc, cassette 
£5 (also m/drives). Ideal for practice. 
Details: Ted Kirk, 33 Humber Crescent, 
St Helens, Merseyside WA5 4HD. 
APRICOT 256Kb PORTABLE. Business 
micro. As new, hardly used. Worth 
£1000, sell for only £280. Bargain! Tele¬ 
phone for details. Tel (0245) 356298 
after 6 pm. Ask for Daren. 

SOFTWARE EXCHANGE. Swap your 
used programs. Free membership. 
Huge program base. Spectrum and 
Commodore 64. SAE please for fast 
response and details. UK Sec (SU), 15 


Tunwell Greave, Sheffield S5 9GB. 

STATISTICS PACKAGE. Menu driven, 
19 options, averages, standard devia¬ 
tions, correlations, binominal, histo¬ 
gram, analysis, variance, multiple reg¬ 
ression, plot, etc. Spectrum 48K, £4.99 
or sae details. RPH Software, 19 East- 
cott Way, Churchdown, Gloucester GL3 
2EB. 

SPECTRUM + 48K for sale, Currah m/ 
speech, Timex printer, tpe, over £350 of 
software, mags, together worth over 
£500. Will sell the lot for £150. Ring 
Simon on (0322)52-1717 after 6 pm. 
FOR SALE: Spectrum +, Saga Elite 
keyboard, UTX 5000 modem. Brother 
Ml009 printer. Discovery 1 disc drive, 
AMX Mouse, £200+. Serious software 
including: Masterfile, The Last Word, 
Omnicalc, £350. Call Chris after 6.00 
pm. Bristol (0272) 741542. 
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★★★★★★★ 


M uch madness at the annual 
EMAP staff fayre. A 
charming event held at the 
London Dungeon for the benefit 
of staff (based on ideas in Von 
Neuman's Interactive Staff 
Management and Goal 
Objective-based Controlled 
Workforce Freetime Jolity Book 
Number 7). 


does Freff come from?), and 
visiting software houses to look 
at how a game is created. 

Of course none of this stuff 
will happen and the next series 
of Micro Live will be more 
boring things about computers 
on the stock exchange, 
shopping using your TV set and 
running Logo on the BBC. 

If it is, why don't all of you out 
there write to the BBC (BBC, TV 
Centre, Wood Lane, Shepherds 
Bush, London) and complain. 
Perhaps some of the letters will 
be read out in a smug little 
jaunty voice by whoever 
replaces Barry Took 


The general theme of 
monsters and horrorwas 
maintained by the QSj team 
who all dressed as nightmaris 
creatures. David (The Ronettes 
Kelly came as Edwina Curry, 
Jim Douglas came as 'Sean 
Penn just after he's had his 
picture taken' The Mad Clet 


■4 




Wf-tiy, 


Jim Douglas: refreshing the 
parts... 

came as 'a hangover'. Graham 
Taylor dressed up as The Rev 
Ian Paisley. And John Gilbert 
refused to tell us what he had 
come as because it was too 
horrible. Apparently John 
Carpenter is doing the movie! 


▲More than the Mad Celt can handle? 


The Industry Dinner 
Hilton Ballroom 
17th December 1986 


A 


nd so the Indin. The Indin is \/ need the cash, the industry has 

it to spare, therefore they 
j* should put it up. Therefore they 
**■ should be haranged ar d cojoled 
by whatever means necessary 
to make them put it up. Right? 
■Hr Nick Alexander didn't think 


\the industry event of the 
year. It is a time where the 
entire menagery of software 
houses computer magazine 
publishers and software 
distributors get together and 


pay a lot of money for tables in yfp so, the head honcho of Virgin 


a big hall in the Hilton Hotel 

It's a time of unity and pulling 
together. It was pretty 
depressing. 

Highlight of the evening is the 
raising of cash for charity, this 
year the NSPCC. Various semi¬ 
useless items are sold off for 
astonishing sums of money. In 


games found himself haranged 
^ "put up £500, Nick, you can 
2 afford it" - you get the picture. 
7 He wouldn't. His argument 
(translated from the colloquial) 
**■ "this is a naff way of doing 
^things, you're alienating 

people, I'm leaving". He did. He 
^frwas applauded fairly loudly. 


W inner of the Gremlin 
award for the cheapest 
attempt at photo montage ever 
seen is this picture from the 
East End boys themselves CRL. 

The picture to advertise Ball 
Breaker depicts the destruction 
of the ridiculous CRL house and 
can be seen as a conflict 
between managing directors 
Clement Chambers' Id and Ego. 
Guess what, the Ego wins. You 
can actually see where the ball 
and chain has been cut out and 
stuck on to a perfectly ordinary 
picture of a very unattractive 
building 


principle this is good. There is a ^ Anne Brown said "Good" 


simple Geldoffian argument 
that here we have assorted 
industry people all raking in 
cash (enough at least to have 
been able to afford the £1,000 
per 10-seat table for the event) 


^petulantly. And a good deal 
^more money was raised for 
\/further items after Anne Brown 
7 stepped down from the stage 
J because people actually got a 

.c-oco. .w. ___ Jchance to give money 

and they should damn well put ^voluntarily, 
up money for charity. At the drunken disco after the 

Bob Geldoff for the night was * event not a few people claimed 
Anne Brown who is (to simplify ^fr(true or not) that they weren't 
things a bit) US Gold. On stage -fcabout to be haranged by 'that 
she haranged and bullied .£women' and that they would 

companies into putting up ever .^make their own arrangements 


more cash. "These are kids 
we're talking about" she 
insisted "Don't you care?". 
Here's that argument: Kids 


H unter S Minson's ramblings 
have entertained/irritated/ 
bored (tick one) us all and show 
us a life in the fast lane, close to 
the edge. I'm young and free 
and I wanna break free, post 
Iggy Pop (Ouch! this glass 
hurts) style. 

Hunter S Minson models 
himself closely on Hunter S . 

| Thompson a drug-crazed 
journalist whose articles were 
nearly all about scoring drugs in 
far flung corners of the world. 
Cor Baby, that's really free. 

Anyway Hunter S, who is 
actually a decent, if marginally 
psycotic fellow has decided to 
hang up his coke spoon, sell all 
his Velvet Underground albums 
and, gasp, get married. 
Congrats all round. So 


A Pop: ouch! 


A Minson: pipe and slippers 

remember this, next time you 
read any of his stuff about life at 
the computer world's cutting 
edge it was probably written in 
a cottage with roses around the 
door by a blazing fire in a comfy 
chair with pipe and slippers. 

See you for cigars and port 
sometime M. 


jurto give to the charities they 
jjfwished. Gremlin thinks that the 
^Geldoffian argument has some 
''terrible flaws in it, if only 
. *M*because some people react 
I ‘M’badly to being told what they 
■Jfrshould do and deliberately 
•Jfrwon't do it. 

Jjfc Gremlin predicts that the 
^Indin will be less well supported 
w next year and there will be a 
*Tvery strong backlash against 
*the whole thing. 

J A lot of money was raised this 
"year - over £16,000. This is 
•Ifrgood for the kids. 

# But, next year will probably 
*be a disasterous flop. **** 


G remlin's mega-winge about 
the state of TV coverage of 
micro stuff a couple of issue 
back seems to have struck the 
odd chord. 

One extremely intelligent 
letter from Mark Pullin 
suggested quite a number of 
things including scrapping 
Micro Live (dead), creating a 
new program where people use 
computers other than the BBC 
(you radical Mark), bringing in 
presenter who know something 
about computers (gasp), using 
all the popular micros for 
hardware and software reviews, 
not going to America (where 
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T V 


As 

a good 

many computer 
magazines spent 1986 
ripping off ideas from Smash 
Hits. Gremlin was wondering if this 
year we could all start stealing from The Face 
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W hat with leaders of 

software houses having 
naff New Year's resolutions like 
'to go from number three 
software houses in the Universe 
to number one' (thanks Steve), 
Gremlin thought it was time 
that the truth was told and 
decided to write New Year's 
resolutions on behalf of various 
computer industry companies: 
• Ocean and US Gold: We 
promise not to release any 
more naff games on the back of 
terrible licencing deals based 
on dreadful films. We admit that 
World Cup Carnival was a 
complete cock-up and we are 
very sorry. 

• Elite: We will try and invent 
some original games instead of 
doing sometimes medicore 
conversions of arcade 
machines 

• Firebird: We will finally 
realise that Mastertronic has 
upped the stakes on what 
people can expect for £1.99 and 
they will not take any old crud 
we happened to have kicking 
around the offices 



• Domark: Having released a 
decent game (Trivial Pursuit) 
we have realised the error of 
our ways and will never do 
another Friday the 13th so long 
as we live 

• Amstrad: Well you got us 
bang to rights gov'ner we done 
wrong wiv de pins in der Plus 2 
and irritated a lot of loverly 
punters. We will make up for it 
by puttin art Loki for a hundred 
quid. Gawd luv yer! 

• Bruce Everiss promises not to 
take any further part in the 
home computer industry and is 
currently retraining as a social 
worker in Brent specialising in 
devient sexual groups 


Virgin's Laughing Shark symbol of Nick Alexander 
attempts to leave the industry dinner as exemplified by a 
small terraced house in Oxford... which is for sale. (Good 
grief, this is the most convoluted caption I've ever had the 
misfortune to write) 





CAPTION 

L ast month’s caption competition 
drew a surprisingly good 
response given the fact that most 
of them had to be thought up over 
the Christmas Hols. Surprisingly 
few of the entries were sexist 
which shocked Gremlin deeply 
but was welcomed by the 
politically sound Kelly. Of the 
entries that reached us notable 
were “Merry Christmas, Clive. 
Here’s some hair restorer. It 
worked for me” - a baldness joke 
from Tony Byrne of Romford, 
Essex and “I hope Amstrad don’t 
know that I’ve bought your name 
too” (if you’re confused, as 
Gremlin was, try stressing the Tve’ 
to get the joke) from Graham 
Crosthwaite of Edinburgh. 

The winner however is “Pawn!? 
No, my dear, I tried obscenities 
with the C5!L.” That from 
Sebastian Blevings of Gloucester 



COMP No 4 


Road, New Barnet. Congrats. The 
usual money will be actioned vis a 
vis our accounts office before the 
millenium... 



A nyway, Gremlin thinks it's time we had an easy one for novice 
caption writers. Behold a man who seems to either be showing 
or selling a Spectrum Plus to a rather disinterested robot. What is 
he saying or the robot thinking or both? Answers to reach us by 
January 30. Send your offering to Gremlin Caption Compo No4, 
Sinclair User, Priory Court, 30/32 Farringdon Lane, London EC1R 
3AU. 

Name. 

Address. 

Caption (max 12 words). 
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Imagine Software (1984) Limitec 
6 Central Street* Manchester M2 
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This split-level racing game incorporates all the excitement of the race 
track, in fact many race tracks, as it features an icon-driven track i 
designer that allows you to construct your own tracks as well as select / 
scaled Formula 1 championship circuits. / 

One or two people can play and have their own 3D view. Some / 
ingenious programming has made the feel of controlling the cars very / 
realistic, and you can even bump and push your opponent’s car if you / 
want to play dirty! / 


/£9j57 


Available for Commodore 64 at 
NOW AVAILABLE FOR SPECTRUM 48/128 AT 




and coming soon for AMSTRAD CPC computers! 

SCALEXTRIC® IS A REGISTERED TRADE-MARK OF HORNBY HOBBIES LTD. © ALL COPYRIGHTS RESERVED Leisure Genius ® is a wholly owned subsidiary of Virgin Games Ltd. 


Please send me a copy of SCALEXTRIC at £9.95 
COMMODORE 64/128 □ SPECTRUM 48/128 □ 

Name_____ 

Address__ 


Please make cheques and postal order payable to Virgin Games Ltd., and post to 

Virgin Games, 2/4 Vernon Yard, Portobello Road, London W112DX. Please do not post 
cash. 



.Leisure 
Genius 



























































again to find out what went wrong. 
The president of Nova Robotics wants 
to capture him before the weapons he's 
carrying kill millions of civilians. 

r l And the security chief wants to 

blow him up so that he can get 
home in time for dinner. 
YOU are Number Five...YOU are alive 
and YOU have got to stay that way! 


It was a one-in-a-million accident - 
but Number Five, designed to be a 
strategic artificially intelligent 
v weapons system, the most 
\ sophisticated robot on the planet. 
\ has escaped - and has come to 
the conclusion that he's alive! 

Now the scientist who put him 
together wants to take him apart 


Ocean Software Limited 
pcean House • 6 Central Street • Manchester • M2 5NS 
\ Telephone 061 832 6633 • Telex 669977 Oceans G 


























